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ENTER THE FUTURE OF INTERACTIVE 


his month, Edge attended the 
first E3 event to be held in 
Atlanta, Georgia. The findings? 
A games industry commercially healthy 
with newly restored confidence, but 
creatively ailing with clones, sequels, and a 
startling dearth of originality. 

The predominance of 3Dfx was a sure 
sign that the PC has, after a number of 
false starts, finally come of age as a games 
system - even with little more than 
follow-ups to last year's hits to show for 
12 months' hard work. 

But Nintendo looked as though it was 
already running short on ideas, despite 
healthy sales figures. Beautiful but blatant 
Mario 64 clones were much in evidence, 
and only GoldenEye seemed to offer 
anything new. Even the PlayStation, which 
until very recently was lauded for saving 
the industry from seemingly terminal 
decline, seemed to be struggling under the 
weight of hundreds of substandard games. 

And with the recent death of 
Matsushita's M2 project, and the 
continued decline of the Saturn in the face 
of increasingly fierce competition, could 
the videogame market, only recently 
seeming so buoyant, be on the verge of 
another downward spiral? 

Peculiarities such as Metal Gear, 
GoldenEye and Spec Ops would suggest 
not. But come 1998, a year that promises 
yet more evolution with precious little 
revolution, such games may be the 
exception rather than the rule... 


The future is almost here... 


Austria, April 7th, 2020. 23:28. 
The last regular EDGE issue has been scanned 
@300dpi. Some EDGE special issues remain to 
be done. Regards to firestar & Kiwi! 
DURIAN 
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INSIDEVIEW 


News 


E3 dominates the news this month as the software big guns 
wheel out their latest developments. Meanwhile, in Japan, SNK 
confirms details of its new coin-op system, Hyper Neo-Geo 64 


Out There 


Edge looks at a new football title aimed at the pubs scene which, 
via ISDN links, could see teams from alehouses across the 
country competing against each other in realtime action games 


nuMedia 


Reviewed: a new CD-ROM from Coldcut, Samsungs GX TV, Force 
FX's force-feedback PC joystick, a PAL DVD player from Thompson, 
and Howie B's ‘Turn The Dark Off, plus books and more music 


Netview 


Edge speaks to Internet technology expert Cromwell Systems 
about its transformation of the Computer Channel's website, and 
reveals 5DO's Revelation, an all-new update of Meridian 59 


Big in Japan 
Sony of Japan releases a novel lightshow CD for the PlayStation; 


Bandai announces pars for Tamagotchi reaching gaming 
platforms; Sony dishes out its software awards 10] 1997 


An audience with... 


Edge speaks to Andy Keane and Brian P Bruning of 3Dfx about 
the company domination of the PC 3D acceleration market, its 
relationship with developers and the future of PC graphics 


Prescreen 


Previews of P Quake 2, The Reap, Banjo-Kazooie, Conker's 
Quest, The Lost World, Sonic R, Spec Ops and Total Drivin’ 


Testscreen 


Rare's N64 secret-agent adventure GoldenEye takes centre stage, 
while Time Crisis gives PlayStation owners more arcade action, and 
X-COM: Apocalypse redefines the standards in PC strategy gaming 


Arcadeview 


Sega's AM2 continues its poryt of racing game domination with 
futuristic biking title Moto Raid, while Taito delivers something 
more down to earth with Side By Side 2, featuring sports cars 


Acclaimed artist Steve Stone is profiled, and artwork from Final 
Fantasy Tactics, I-War, Guy Brave and Maria showcased 


Retroview 


Edge remembers seminal TU ek game Ballblazer, and looks 
at what ranks as the most powerful coin-op emulator to date 


Develop 


Virtually Unlimited unveils 3D Game Machine 2.0, a دا م‎ 
tool which promises to take some of the legwork out of PC 3D 
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The Electronic Entertainment Expo at Atlanta 


F-Zero 64 


Side by Side 2 
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importantly, its technology was powering almost all of the 
biggest games exhibited at the event. Meanwhile, installed in 
its own off-floor suite, the California-based company 
showcased the best titles to exploit its technology, including a 
number of early demos. 

Although the firm remained tight-lipped about its next 
generation of graphics chips, 3Dfx displayed several titles 
powered by parallel Voodoo processors (with a similar spec to 
Atari's San Francisco Rush arcade board). These included 3D 
Realms’ Prey, Earthsiege 3 from Dynamix, a racing game 
entitled Beyond Bizarre from Bizarre Creations, Quake-with-a- 
plot Half Life from Valve, and Skies, a PilotWings-inspired title 
from high-end 3D expert Paradigm. The demo board, known 
as SLI, is capable of throwing in excess of one million textured 
triangles per second around the screen, although, curiously, 
there was little demonstrable leap in performance above the 
standard board, judging by the demos witnessed by Edge. 
Whether this technology provides a clue to the power of the 
next-generation 3Dfx chip is anyone's guess at this juncture, 
but whatever the importance (or not) of the SLI board, the fact 
is that until developers begin designing games from the 
ground up with the polygon-pushing power of the chips in 
mind, the best the PC market can hope for are games 


The ‘battle of the stands’ was in evidence again this year, but it was Nintendo that dominated the hall with its usual 
combination of neon, scaffolding, and staff dressed up as game characters. Passers-by were visibly impressed 
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The Atlanta E3 show opened its doors in late June to the usual 
heaving throng of journalists, industry veterans, buyers, 
salesmen, PR executives, and assorted hangers-on from 
around the globe who shambled around not really knowing 
where they were. It's always debatable how much real 
business takes place at a show that relies more on surface 
gloss than substance, but this year's E3 was unusual in that it 
belonged to the least glossy machine of all: the PC. 

With the absence of any new hardware announcement 
from either Sony or Sega, and few games of the stature of last 
year's Super Mario 64, the crowds were left to pick their way 
through a multitude of PC titles. There's nothing new in a 
show laden with CD-ROM titles — every E3 for the past five 
years has featured progressively more PC software - but what 
is new is the seriousness with which the industry treats the 
market and the emergence, once again, of a home computer 
that is now competing on a level footing with the best the 
consoles have to offer and, in some cases, coin-ops. 

A brief sortie around the hundreds of stands left visitors in 
no doubt about the cause of this new-found confidence. 
Despite having no stand on the main floor, 3Dfx dominated the 
show by proxy. Its distinctive green logo seemed to 
accompany virtually every PC monitor in the hall, but, more 


NEWS 


With no new hardware 
announcements at the show, it 
was down to Nintendo to spice 
things up with Banjo-Kazooie 
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Sony's stand cost around $2m and looked very much like the 'GamesMaster' studio. Of the e collection of PlayStation games on show, Rapid Racer, 


own on the Konami stand and not Sony's steel behemoth 


Gex 2 and Final Fantasy VII stood out most. Ironically, the best game, Metal Gear Solid, was 5 


with a poor frame rate, few creatures and unimpressive Al. It's 
too early to tell whether this represents mere teething 
troubles for the fledgling Ilon Storm or something more serious, 
but whatever the cause for presenting such a half-baked 
demo, Eidos Will no doubt be looking for some impressive 
results in time for ECTS in September following its $8million 
investment in the company. 

The Eidos stand was also home to other attempts at 
harnessing realtime PC 3D. Innerloop's Joint Strike Fighter 
(E43, 47) lurked inconspicuously behind the main banks of 
monitors and yet managed to convince programmers that its 
IFS technology was indeed a salient 3D innovation. 
Programmers flocked around asking questions, while most » 


Sony's video tunnel was a mid-'80s-style stab at futurism which failed to impress showgoers. 
Many went in feeling perfectly well but came out with a stiff neck, blurry eyes and a migraine 


designed for the Pentium with enhanced texturing and 
smoother frame rates. 

The most immediately impressive 3Dfx title shown was an 
off-road racer from Australian codeshop Emergent. As a 
demonstration of the as-yet-untapped potential of the Voodoo 
Graphics technology, it left all other previous 3Dfx titles firmly 
in the shade with its silky smooth 60105 update and a texture 
quality rivalling that of Sega's ubiquitous Model 2 arcade 
board. In fact, no PC game has ever looked this good, but 
whether PC game designers will be able to match the 
playability and design qualities of games that have their roots 
in the arcades is debatable. 

Back in the main hall, much of the talk revolved around 
the twin attractions of Quake and Tomb Raider sequels, with 


AN OFF-ROAD RACER FROIV 
AUSTRALIAN CODESHORF 
'MERGENI RIVALLED SE G A'S 
JEL 2 ARCADE BOARD 


opinion divided over which was the most impressive. The 
PlayStation TR2 looked particularly rough next to the SVGA, 
filtered 3Dfx version, running smoothly on neighbouring PCs. 
New gameplay features include a superbly realistic lighting 
effect that allows Lara to shine a torch around a dimly lit room, 
while a shark-infested pool gave a fleeting glimpse of a 
potentially hazardous encounter. Ms Croft herself has gained a 
number of extra moves, most notably a climbing manoeuvre 
that sees her scaling vertical walls with beautifully realistic 
animation. No Saturn version was available and rumours 
persist that Sony has tied up an exclusive deal with publisher 
Eidos Interactive and effectively doomed any prospect of the 
game ever appearing on Sega's struggling format. 

As well as showcasing one of the most impressive titles of 
the show, the Eidos stand was unfortunately host to one of its 
biggest disappointments. Doom creator John Romero's much- 
vaunted shoot 'em up, Daikatana, limped along unaccelerated, 
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and the countless US developers all hell bent on producing 
what amounts to the same game a thousand times over. 

One of the biggest surprises of the show was firstperson 
shooter Prey from 3D Realms (see page 34), shown behind 
closed doors on the GT stand. Yet another game powered by 
3Dfx, it is already two years into its development cycle but is 
finally beginning to take shape after seemingly endless 
restarts. Like Quake 2, the most impressive aspect was the 
outstanding 3D engine, which displayed textures of such 
quality that they resembled the prerendered sequences of just 
a couple of years ago. Unlike Quake, however, the technology 
has at least some bearing on the gameplay, thanks to 3D 
Realms’ innovative ‘portal’ technology, which distorts the 
maps, Tardis-like, to provide teleports, puzzles and mind- 
bending perspectives, all of which will impact on the 
multiplayer game. Despite the polished state of the engine, 
Prey is still a full year from completion, and quite how it will 
compare to next year's inevitable Quake 2 clones is unclear. 

British developer Psygnosis had a good show this year. 
Not only did it boast one of the most expensive stands 
(rumoured to have cost more than $1million), but its 3Dfx title, 
G-Police, drew the crowds with its detailed texturing and 
high-quality vehicle models. It's difficult to see where the 
game is going in terms of gameplay, with flight limited to a few 
city blocks and little to do apart from dropping bombs and 
shooting down enemy aircraft, but it did manage to create a 
convincing 'dark future' atmosphere within the limited 
confines of the play area, the city resembling a magnified 
version of Syndicate Wars. 

Psybadek was also on show, albeit in a fairly basic form, 
as was the near-complete Overboard. Edge was also ushered 
into a darkened room for an advance look at Pure 
Entertainment's title, Respect Inc, a 3D gangster cartoon 
whose unique selling point, its realtime polygon deformations, 
showed promise. 


By contrast, the industry's console heavyweights were 
short on surprises. Nintendo, which had taken the same stand 
that it took at last year's event, chose not to start talking about 
or even showing its 64DD player (which is being saved for its 
home-grown Shoshinkai show in Japan in November), relying 


Can Sonic find his way back to the top of the — 
Probably not on the Saturn, but Soníc R is a good try 


| Marto versus Mario 
According to the latest official figures issued by 
Nintendo of Japan, by the end of March 2.04 
million Nintendo 64s were installed in Japanese 
homes and Nintendo could count on the services 
of approximately 50 thirdparty licensees. 
However, the real surprise came with the 
software figures, which daimed that Mario Kart 


Act Labs is developing a force-feedback steering 
wheel which will be compatible with both the PC 
and consoles. The company's Force Feedback 
Racing System uses encoded cartridges which 
allow programmable force feedback for their 
particular machine. Act is currently in talks with 
the major console manufacturers over licensing. 


Considering the Saturn's dwindling market share, Sega had a cei sos] genae at the show. Its 
Model 3 coin-op, The Lost World, drew the crowds, as did the belated 3D platformer, Soníc R 


« people were simply impressed that such astounding visuals 
could possibly be running on a PC with ‘No hardware 
acceleration' - as was boldly declared on a sign next to the 
monitor. To that extent alone it was certainly an unusual 
product at E3. 

Squaring up to the Eidos dominance, Activision unveiled 
its strongest-ever line-up, divided more or less equally 
between firstperson shoot 'em ups (Quake 2, Hexen 2 and 
SiN), strategy games (Dark Reign, Netstorm) and a clutch of 
shaky PlayStation titles, including Apocalypse - the first 
videogame to feature a virtual version of a Hollywood star 
(Bruce Willis). Quake 2 certainly garnered much of the 


p. 


attention, despite the fact that it is nothing more than an 
engine at this stage. It was merely a demonstration of the 
power of the Quake 2 technology, which, in conjunction with 
the 3Dfx card, conjured up a colourful, hi-res environment 
inhabited by legions of detailed creatures. It is, however, 
becoming increasingly difficult to get excited about the 
firstperson genre, awash as it is with endless grey corridors, 
mindless enemies and futile puzzles which seem to highlight 
the gameplay gulf that exists between the likes of Nintendo 


boD oO | Cart cost drop shock Feel the Force 
coho | Thirdparty Nintendo 64 games are to be reduced 
— C | in cost to publishers by $10 in the US and 
انب‎ | company attributed the decision to lower 
- o4 | manufacturing costs, although itis more likely to 
Q هم‎ | be a response to Sony and Sega's own recent 
oO | decision to reduce software prices. 
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Activision had its best year ever at the show. Its stand was dominated by a giant robot, 
promoting its forthcoming Heavy Gear title, but most visitors were there to witness Quake 2 


Eidos pushed Core twins Tomb 
Raider 2 and Fighting Force 


have RF-only TVs in their bedrooms — where they 
often end up playing videogames. Furthermore, 
the timing may have been precipitated by the 
drop in price to £99 instigated by Currys and 
Dixons. This will probably put the machine in the 
‘birthday present’ price range, so more young 
children will have access to the machine. 
Meanwhile, Sega has confirmed that it will not be 
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F-Zero 64 was presented, along with new clips of Zelda 64, 
Yoshi's Island 64 and assorted thirdparty titles. 


Sony fought back at E3 with a multitude of titles and 
the biggest and most lavish stand to date. Unfortunately, few 
of the games on display proved special enough to give 
Nintendo loyalists anything to lose sleep over. The double 
whammy of Crash Bandicoot 2 and Blasto proved that SCEA's 
commitment possibly lies more with big-bucks marketing of 
tried-and-tested formulas than the creation of innovative and 
progressive videogames. Gex 2 from Crystal Dynamics - which 
gets Edge's vote for the best-looking 3D platformer available 
for Sony's machine - was tucked away on a single monitor 
and therefore had little presence. Was this possibly an SCEA 
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instead on a few key secondparty software titles to wrest 
attention away from its rivals. 

With the exception of StarFox 64 — which was pushed the 
most heavily, within a large enclosure featuring a pair of giant 
Arwing fighters housing Nintendo 64s hooked up to a huge 
videowall - Rare's line-up dominated the proceedings. The 
much-hyped Banjo-Kazooie (see page 38) materialised at the 
event after months of speculation (it was originally known as 
Dreams), and was joined by another Rare project, Conker's 
Quest (see page 39). Curiously, though, both titles are a spin 
on the Super Mario 64 theme, with unashamedly similar 
design characteristics and some beautiful textured landscapes 
and characters. 

In gameplay terms, Banjo-Kazooie was clearly the most 
advanced of the duo, yet in some respects its visuals were 
arguably surpassed by those of its even more sickly cute 
cousin. Conker's Quest, perhaps more than Banjo, provides 
adequate evidence that Nintendo's machine is set to be the 
host for some seriously beautiful games. Wandering over to 
Sony's big 3D platformer, Blasto, after gazing at either Banjo or 
Conkers was like watching a premium SNES title followed by a 
budget Commodore 64 game. 

Nintendo's crowning glory wasn't either of these, though. 
It was yet another Rare game, GoldenEye, which is arguably 
the British company's most accomplished effort to date (see 
review on page 76). Strangely enough, Nintendo of America 
didn't seem to push the game as much as its quality deserved. 
A row of monitors running the game was fairly busy 
throughout the show, but considering the strength of the title 
(unusual for a film licence), it'S odd to think that NOA gave 
more emphasis to a brace of 3D platformers than this striking, 
innovative foray into firstperson 3D. 

Thirdparty efforts for the Nintendo 64 were a mixed bag, 
however. Top Gear Rally impressed with its Sega Rally-style 
visuals, although most people agreed that it lacked speed. 
Lamborghini 64, on the other hand, was faster but this, the 
rather unrealistic San Francisco Rush and Multi-Racing 
Championship all suffered in that sense that there wasn't a 
clear enough divide between them and the current leading- 
edge 32bit racers - a prevailing problem with N64 racing 
games. Perhaps the best was witnessed on Nintendo's 
'coming soon' video, where the first glimpse of the ultra-fast 


Need for Speed 2, which was almost laughable in its 


Saturn goes RF 

Sega has finally decided to reconfigure the PAL 
Satum to indude an RF socket and lead. Although 
unofficial SCART-to-RF adaptors have been 
available since the machine's launch, it was 
previously only officially available with SCART 
connection. According to Sega, the move has 
been made in recognition that many children still 


standard form, found a new lease of life thanks to the 
3Dfx card, drawing right to the horizon without pop-up 


instead tumed its attention to supporting 3Dfx 
and other cards for future PC conversions. This 
will come as a significant blow to VideoLogic, 
which had originally namechecked Namco as one 
of its major partners. Rave Racer was due to be 
the first killer app for the card, but a protracted 
development period meant that the game was 
seriously delayed. 


64 had outsold Super Mario 64 - the two games 
sold 1.54 million and 1.39 million respectively, 
with PilotWings 64 trailing behind with a mere 
0.29 million copies. 


Namco lacks Logic 


Namoo is apparently set to stop developing 
specifically for the PowerVR chipset and has 
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Randy businessmen, idiots in 
beards and hired totty revealed 
the sad underbelly of the industry 


Virgin's stand concealed one of the most eagerly anticipated titles of the show: Blade Runner. The m 
was superb, but at this stage weary delegates would sit through anything for a comfy sofa and a cup of tea.. 


technical tour de force Rapid Racer won the accolade for best 
PlayStation racer, while Konami's Metal Gear Solid (only shown 
on video) managed to capture the imagination of almost every 
delegate who ventured into Konami's booth. The new video 
revealed some amazing new gameplay diversity and visual 
effects and was so impressive that some quarters even 
claimed that this was the game of the show on the strength of 
the paltry five minutes of tape shown. Konami went so far as 
to invite the Japanese developers of the game for a Q&A with 
journalists unfamiliar with the game. 


« initiative to avoid the embarrassment of being upstaged by a 
thirdparty product? 

Possibly the PlayStation's strongest title at E3 was 
SquareSoft's Final Fantasy VII, which is set to debut in US 
stores on September 7. The game may not have been the 
most accessible title on display but hardcore gameheads 
hogged the monitors for hours, enthralled by its engrossing 
storyline and beautiful visuals. Aside from that, SCEE's 
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Although Sega is fully aware that the Saturn now 
represents little threat to the huge installed base of the 
PlayStation, it still managed to make the most of its limited 
line-up with a large area of floor space. Key Saturn games on 
its stand included an early version of Sega Touring Car 
Championship, the technically slick Sonic R from UK developer 
Travellers’ Tales (see page 41), plus Japanese-developed titles 
such as Last Bronx and Panzer Dragoon Saga. It was only 
really the awesome might of a pair of Lost World arcade 
machines (see page 58) that reaffirmed Sega's 
unrivalled dedication to pursuing the state of the art in E 
interactive entertainment thrills. 


it conquered the show by proxy, held its meetings as far away from the main hall as possible, 
and had the support of every top developer. 3D appears to be making all the right moves | 


toward female characters. The game remains 


totally uncensored, however. A BBFC rating is also 
highly likely for the UK release and, given the 
current moral climate in this supposedly 
democratic country, some cuts are possible. 


Tekken beckons, comic company reckons 
Comic company Knightstone is set to release a 


Adult Fantasy 

The Entertainment Software Ratings Board, the 
American version of ELSPA, has given Final 
Fantasy Vil a teen rating for its US release, 
effectively keeping it out of reach of gamers 
under 13. This decision was made due to the 
game's adult content — induding a brothel scene, 
a touch of cross-dressing and some violence 


to develop a range of Turok toys, including action 
figures, vehicles and play sets. Turok has recently 
topped the N64 charts in Japan and has made 
around £40m in global sales since its release. 
This move follows attempts by Eidos to cash in 
on its own hugely profitable intellectual property, 
Lara Croft. The prospect of a Tomb Raíder movie 
is now apparently even closer to happening. 


releasing its NetLink peripheral in Europe. The 
company daims this is because Euro audiences 
are not quite as receptive to online gaming as 
Stateside gamers, but the device's poor US sales 
may have something to do with the decision. 


Acdaim toys with Turok 
Toy firm Playmates has struck a deal with Acclaim 
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By column: (N64) Tetrisphere, GoldenEye, Banjo-Kazooíe and Conker's Quest (the only title to be published by Rare itself); (Saturn) Sonic R, Panzer 
a Saga, Last Bronx and Model 2 conversion Sega Touring Car Championship; (PC) G-Police from Psygnosis, Quake 2 from id Software, Tomb 
Raider 2 from Core and the incredibly late Unreal, from Epic; (PlayStation) Blasto, Crash Bandicoot 2, Final Fantasy VII and the hi-res Rapid Racer 


Some jobs just aren't worth having... These poor sods were charged with stalking the hall, accosting anyone foolish enough to meet their gaze. Highlights 
included a giant Scots bloke with elephantitis of the calves, a red muppet, a woman with radioactive breasts, and the world’s least-scary green monster 


series of eight comic books inspired by Namco’s Grolier catches Braben's Virus Gametek over the bug-ridden release of Frontier: workstations and PCs. The terms of the 
dassic beat 'em up trilogy, Tekken. The series, Elite creator David Braben is developing a PC Elite 2. Grolier interactive is set to release the agreement give the American games giant 
which is due to be published monthly from version of 16bit dassic Virus - which also game in time for Christmas. exclusive worldwide distribution rights to 
September this year, feature events and appeared under the moniker Zarch as the first Intergraph's Intense 3D Voodoo graphics 
storylines that have shaped the three games, and game released for Acom's Archimedes computer. EA and Intergraph deliver a card accelerator product line, which incorporates 
promises to indude fully rounded Virus 2000 is due to support 3Dfx s Voodoo Electronic Arts has signed an agreement with 3Dfx technology. At present, only two other 
characterisations of each of the fighters. Not Logic chipset and will be Braben's first game Intergraph Computer Systems, worldwide supplier manufacturers — Orchid and Diamond - 


exactly interactive, though, is it? since he was taken to court by publisher of interactive 3D graphics technology, produce 3D graphics cards. 
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SNK ROLLS OUI 64BIT HARDWARE 


1 


utt, 


Although popen versions of two Hyper NG64 games were shown, 
only SNK staff, dressed in yellow jumpsuits, were allowed to take part 


Specifications 


pi 


64bit RISC 


64Mb 3D 

Maximum 96Mb 

Texture memory 

Maximum 16Mb 2D (sprites) 

1536 sprites/frame (at 60fps) 

Ch rac ter memi ry 

Maximum 128Mb 

Main function 

Enlarge, Reduce (scaling), Chain, 
Revolution, Mosaic, Mesh 2D (scroll) 
4 (maximum) 

Character me mory 

64Mb 

Enlarge, Reduce, Rotation, 
Morphing, Horizontal/vertical 
line scrolling. 


16.7 million palette - 4,096 colours 
displayed simultaneously 
Si id Channels 


ound Ul 


32 


44.1Mhz (maximum) 


Wave memory 


32Mb 


steering wheel receives. Unfortunately, 
this game also led to disappointment 
from some showgoers. Although the 
backgrounds are graphically impressive 
and varied, the gameplay is rather slow 
when compared to other hi-end efforts. 
Like Samurai Spirits 64, however, the 
title was far from complete. 

For its inconquerable 16bit Neo- 
Geo technology, SNK revealed King of 
Fighters ‘97 which appears to add new 
moves and characters to the familiar 
recipe, but little else. There was also a 
coin-op spin-off which allows players to 
take photographs of themselves posing 
with their favourite characters. Can the 
craze for glorified passport photo 
machines get any more bizarre? 

While the early demos shown are 
the company's first dalliances with true 
3D gaming, industry pundits will be 
watching the Osaka company for news 
of a possible 64bit home console. 
Whatever happens, it's unlikely that the 
technology will cause the arcade 
divisions of Konami or Sega any 
sleepless nights. 


case, many gamers will no doubt be 
concerned that this increased realism 
will hamper the balance and playability 
of the game. 

In terms of visuals, Samurai Spirits 
64 is less impressive than the fighting 
games seen so far on the industry's 
hi-end standard bearers, Model 3 and 
Konami's forthcoming Cobra board. Its 
textures are cruder and the characters 
not nearly as strikingly realistic as those 
in Virtua Fighter 3. The game also 
seems to suffer from a high degree of 
pixellisation, something that may 
hamper the game's chances when it 
premieres in Japan in August. 

The other title shown, Road Trip, is 
an innovative off-road racing title which 
gives the player a choice of several RV 
vehicles, such as a Land Rover and a 
Mitsubishi Pajero. As in Konami's GTi 
Club, racers get the chance to choose 
their own route through each circuit, 
and here many of the alternative routes 
have different road surfaces which 
affect vehicle handling and the amount 
of force-feedback the cabinet's 


SNK recently introduced a new arcade 
board at a private show held in 


Akasaka Mitsuke in the centre of Tokyo. 


Named Hyper Neo-Geo 64, the board, 
aimed at the 3D coin-op market, is built 
around a 64bit RISC processor and 
includes 64Mb of program RAM and up 
to 96Mb of vertex memory. 

Along with the hardware itself, SNK 
showed off two Hyper Neo-Geo 64 
games at the event: Samurai Spirits 64 
(previously seen in video form at the 
AOU show) and a new racing game 
entitled Round Trip. The former was 
presented as a 4096-complete playable 
demo with several characters and four 
out of the proposed 12 stages available. 
However, visitors to the show were not 
allowed to participate in the game 
themselves - instead, SNK 
representatives played through the 
levels pointing out key assets. 

Some present at the show believed 
this reluctance was down to the fact 
that the game employs a full 3D arena, 
allowing players to circle each other as 
in Toshinden. After much research and 
playtesting, this approach was 
abandoned as too complicated by the 
Virtua Fighter 3 team and replaced with 
a simpler escape mode. It could be 
then that SNK was nervous the 
audience would be unable to cope with 
this innovative control method without 
plenty of practice, and would therefore 
denounce it out of hand. Whatever the 


Round Trip currently boasts impressive backgrounds, but sluggish action | 
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PREDICTIONS UP AS N64 GAME SALES SOAR 


Howard Lincoln expressed his fear for the current 
overcrowded state of the PlayStation market which according 
to him has 'too many titles chasing too few slots.' 

His comments followed Sony's announcement that there 
are 243 titles available at present for its machine, with a 
further 150 possibly arriving by next March, a move the 
Nintendo chairman described as ‘a recipe for disaster.’ 

‘| certainly wouldn't want to be coming out with the 350th 
game for the PlayStation this Christmas,' said Lincoln, who 
rarely hesitates when invited to share his views on Nintendo's 
substantial competition. ‘Sony seems to take great pride in 
having so many games, but this is not a disposable CD-ROM 
business - it's about quality entertainment.' 

Although many have applauded Nintendo for its 'quality 
over quantity' approach, some still yearn for a bigger software 


_ selection. Lincoln went on to defend this criticism, which 


stems from the fact that the N64 game roster currently stands 
at 17 in the US and only nine in Europe. 

'Our global president Mr Yamauchi believes that the 
easiest way to bankruptcy is to put a lot of crap. | agree 4 
with that, and we certainly don't intend to do it.' 


Recent PAL releases such as Mario 
Kart 64 (left) and /SS64 have 
substantially increased the N64's 
share of the UK software market 


THE Games has increased its N64 sales forecast for 1997, due 
to the apparently unexpected success of recent software 
releases on Nintendo's machine. 

The Nó4's software market share has seen a boost of 34% 
to claim nearly 2096 of the console territory following high 
sales of Mario Kart 64 and International Superstar Soccer 64. 
For the week ending June 28, Nintendo's console had three 
of its titles in the top five of the ChartTrack UK console chart, 
with /SSó4 at number one, Mario Kart 64 at two, and Super 
Mario 64 at five. 

Surprisingly, Konami's /SSó4 sold more units in its first 
week than its PlayStation counterpart (/SS Pro) did during its 
own first week on sale. Peter Stone, Konami's UK consumer 
division manager, recently told trade newspaper Computer 
Trade Weekly what he believed to be the reasons behind 
these figures. 

‘Obviously the PlayStation has a larger installed base,’ he 
said, 'but there are over 200 titles released, which gives 
consumers a wide choice but also makes it tough to achieve 
big numbers for even a strong title. 

"The Nintendo 64 has a smaller installed user base, but 
hardware sales are buoyant and, with so few titles available, 
consumers are hungry for top-quality games like ISS.’ 

According to THE Games, over 10,000 Nó4s have been 
sold every week over the last couple of months. With major 
releases such as StarFox 64 and GoldenEye only a few months 
away, the sole Nintendo distributor in the UK has increased its 
forecast for the year. 

Although the initial figure stood at 450-500,000 units, THE 
Games is now confident it will be very close to the 
PlayStation's year forecast of 650,000. A conservative estimate 
of the number of Nó4s in the UK currently stands at 180,000, 
with the year's most important months - the run-up to 
Christmas - still to come. 


Meanwhile, in the US, after witnessing Sony's 


product-intensive stand at E3, Nintendo of America chairman 


N64 POISED FOR ARCADE ASSAULT 


Seta's N64-based arcade board 
adds better sound and 2D chips, 
but retains the console's CPU 


1982's Donkey Kong, very little has 
been offered by the company in the 
west since the seminal platformer 
Super Mario Bros in 1985, and the 
recent releases in conjunction with US 
developer Midway, such as Cruis'n 
USA and Killer Instinct, have had 

a mixed reception. 


software applications - the 
performance-enhancing DSP chip 
included in Seta's own Exhaust Heat 2 
SNES title, is an example of the latter. 

The boards have already begun 
distribution to arcade games 
companies, and 10,000 units are 
scheduled to be sold by the beginning 
of next year. 

While Seta has not yet released 
details concerning any of the 
forthcoming games, the company has 
indicated that all future titles will be 
easily ported to the N64. This is an 
important point, as the arcade is a 
perfect place for new software to be 
consumer-tested before the decision is 
made to move to cartridge duplication. 

The move will see Nintendo 
attempting a comeback into the arcade 
game scene after a long period of 
inactivity. Despite having an arcade 
pedigree which stretches back further 
than its most famous early coin-op, 


Japanese developer Seta has revealed 
that its Nintendo 64-based arcade 
board is finally nearing completion. 
Originally announced last year, the 
ALECK64, as it is to be known, was 
co-developed with a custom licence 
from Nintendo and represents an 
enhanced version of the N64 hardware, 
with improved sound and 2D graphic 
chips. However, the board shares the 
MIPS 4300 CPU and software tools of 
Nintendo's 64bit machine, and 
development costs are therefore 
expected to be less than that of 
proprietary arcade hardware, giving it a 
System 11-style economical appeal. 
Seta's role as a research-and- 
development company with Nintendo is 
not new. The Tokyo-based unit has in 
the past worked closely with the 
Japanese games giant on NES and SNES 
hardware including development 
support tools, as well as developing 
custom chips for other hardware and 
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 


Pub footy comes of age 


ccording to well-established tradition, if the regulars of one pub want to 
A challenge those of another to a football match, the teams have to get 
up early on Sunday morning, track down something bearing a vague semblance 
to a ‘kit’, and trudge about muddy patch of grass masquerading as a pitch. A 
distinctly unattractive proposition to most beer-bellied punters. 

This could well be a thing of the past if Kai-San Ltd's latest project works 
out. The company, a subsidiary of Satvision PLC which produces massive TV 
screens for pubs, has developed an as-yet-unnamed five-a-side football 
videogame that can be connected to an ISDN line. This means any pub team 
with a machine installed at their local can play against any other drinking den 
in the world where a similar machine is present. The game itself looks 
reasonably proficient in terms of visuals, and the creators have fully captured 
the spirit of pub football by including a punch option. No doubt later editions 
will include headbutts, fag breaks at five minute intervals and 20-stone players 
who puff around the centre circle before collapsing in sweaty heaps. 

To ensure that rivalry remains fierce throughout the land, Kai-San is also 
planning to set up local and national inter-pub leagues with cash prizes for the 
winning teams. The system is being launched in September and Kai-San is 
expecting 600 units to be in place by June 1998. Better start practising those 
combined beer-drinking/controller-bashing manoeuvres now... 


With films relying increasingly on CGI and videogames, conversely, on cinematic techniques, the two worlds are slowly converging. 
French film director Marc Caro has announced his attention to get involved in games, and Steven Spielberg has already made the 
plunge with Dream Works Interactive; perhaps it is only a matter of time before game designers leap in the opposite direction. 
With this in mind, Edge takes a few videogame figures and predicts what would happen if they got their hands on a film crew... 


John Woo 


Action-packed adventure 
with a ludicrously high body 
count, about a guy who 
people trying to shoot him 


Low: lots of blood-red paint, 
plastic guns, explosives and 
crap translator for subtitles 


over themselves to ‘borrow 
the film's ideas. To be — 
Sunday on Bravo 


Terry Gilliam 


Doesn't matter as long as 
he can buy a new sports 
car with the film's profits 


A failure because of its 
intelligent, wildly different 
concepts, which bewilder 


most US audiences. He- 


retums with ‘Earthworm 
Jim: the World's Dumbest 
Superhero’ and cleans up 


director Steven Spielberg Tommy Chong (of Cheech 
and Chong fame/notoriety) 
pltch Effects-laden blockbuster Weird "70s drug flick meets 
set in a mystical dream spectacular Jean Michel 
world populated by lots of Jarre-style light show. 
short, cute people and With a cast made up 
talking animals entirely of llamas 
budget Irrelevant — guaranteed to £1,000 worth of controlled 
make far more money than narcotic substances would 
was spent producing it probably do the trick 
prospects Phenomenal success. Cult notoriety. Hardly 
Adults find the repressed anyone sees it, though, 
child within them fighting because he releases it on 
its way out, while children some low-key new 
small plastic plumbers promises great things, but 
and gorillas is, in fact, a bit rubbish 


OUT THERE 
are they now? 
GUMPEI YOKOI 
GAME & WATCH, GAME BOY 


ecruited by Nintendo Co Ltd in 1969, Gumpei Yokoi was one of the 
essential components in the company's transition from playing card 
manufacturer to multimillion-yen videogame giant. 

An obsessive inventor, Yokoi was soon moved into Nintendo's burgeoning 
games and toys division where he began by creating a toy extendible arm, 
marketed as the Ultra Hand, which sold 1.2 million units in 1970. However, 
several years later, the of handheld electronic calculators coincided 
with the birth of the videogames market, and inspired Yokoi to invent the 
massively successful Game & Watch — a product which laid the conceptual 
foundations for his greatest success: the Game Boy, launched in 1989. 

He has not enjoyed such success since the Game Boy, however. Yokoi 
and his R&D1 department went on to develop the Virtual Boy, a 'virtual reality 
console' with a red LCD display. Launched in Japan at around the same time 
as the PlayStation and Saturn, Yokoi believed it would be more successful than 
both because gamers were becoming bored with traditional TV displays. He 
was wrong, and the machine flopped terribly, game retailers eventually 
offloading cartridges such as Wario Land at ¥98 (50p). Rumour has it Yokoi 
was removed from active work within R&D1 and given a fairly superficial role 
after this point, which galled the inventor enough to leave Nintendo. 

Now, however he is working with a new Japanese company — Hiro Co. 
Here the veteran electronics wiz is a new handheld game device 
called Kunekuneccho (or Anaconda) which features a snake that the player 
must feed and look after. The device is due to be launched in Japan in July, 
with three or four new models following each year. 

Once again, it seems Yokoi has taken his inspiration from previous sources, 
the obvious influence here being Bandai's Tamagotchi phenomenon. But then 
if anyone can eclipse the success of such a huge product, it is surely this man. 


The games - old, new, whatever - that have brought 
work to a standstill in the Edge office this month 


ett ener shoot 'em up gves players a more convincing NS ae 
any example before it, with huge, atmospheric locations and an abundance of super-real animation. 


Remember SNES title Yoshi's Island? Edge does, and this great piece of 2D platform craft brings it all 
back. Get past the early visual limitations and discover heaps of bizarre twists and sublime gameplay. 


(PO) 
Even more addictive than its predecessors, Apocalypse stands as a eonna eee 
rewarding gameplay over graphics. Those who thought realtime combat would ruin it were wrong. 


The huge PlayStation-specific new section makes this a supreme lightgun shooter. Compulsive, 
exhilarating and relentless, Time Crisis takes on V-Cop at its own game and shoots it down like a dog. 


(Satum) 
Konami's old shoot ‘em ups never die, they just get compiled and rereleased - much to Edge's delight. 
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EDGE SINGLES OUT THE WINNERS AND LOSERS IN THE 


MINABLE BATTLE FOR VIDEOGAME 
ich manages ifficult feat 


007 game, and reinforces Rare's reputation as the secondparty maestro. 


Sony's E3 party. Tough to get into, of rock-stadium proportions, and 
distinguished by senior industry figures getting very messy indeed. .. 


The almost-certain retum of SNK to the console scene with HNG64. 


The venue for this year's E5, which saw 20,000 less attendees than 
last year, largely because of the venue shifting from LA (where the 
majority of US press and developers are based) to Atlanta, Georgia 
(a place where culture is something only found in a petri dish). 


The jerky graphics and chunky textures of Daikatana at E5, which left 


11 | oe 


Production editor wanted 


Due to internal restructuring, Edge needs a 
talented and experienced production editor to be 
based at its office in Bath. To be considered for 
the position, applicants will need the following: 


٠ An excellent grasp of the English language 
٠ Strong subbing and writing skills 

٠ The ability to enforce rigid deadlines 

٠ A keen interest in interactive entertainment 


Applications should be made in writing to: The editor, Edge 
St, Bath, BA1 2BW. Please include 
a CV and a 500-word appraisal of Edge magazine. 


magazine, 30 Monmouth 


A meeting point for media capitalising on 
the A entertainment revolution 
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EDGE TRAWLS THE INTERNET FOR THE LATEST DEVELOPMENTS IN THE ONLINE GAMING SCENE 


robots to look out for) or they can record what 
the reader spends most time studying and enter 
the Web to search for similar information. This 
information is then sent to the user via email. 

Although BladeRunner would appear most 
suited to news-based sites, Lewis is adamant that 
the technology would be useful in game 
developers' homepages. 'A game developer could 
use BladeRunner to provide a personalised news 
service for end users, ie by learning what types 
and/or platforms a user is interested in and then 
sending, by email and in-box, details of new 
games when they are released,’ he suggests. ‘The 
game developer could send this information both 
by email and through the traditional Royal Mail. A 
game developer could also potentially use the 
Web Robots internally to collect information on 
what other developers are releasing and then 
send emails to specific members of staff to alert 
them to news as it is published on the Web. 

Cromwell is currently working on several other 
websites at the moment, but is unable to release 
details due to non-disclosure agreements. 

Ultimately, though, it seems the company's 
ambitions extend far beyond simply designing 
interesting, distinctive websites. 

'By the time Microsoft set up their Cambridge 
research facility we expect to have more 
developers than they have in the UK,’ states 
Lewis. ‘We also expect to have a better team, 
because we offer software engineers the 
opportunity of writing software which will 
genuinely change the Internet forever.’ 


Retuning the Computer Channel 


Rob Lewis, BladeRunner 'provides all the 
functionality a website is ever likely to require, 
including Pay Per View, Real Time Tracking of 
Usage by Session and Member, Real Time 
Database Connections, On Board Digital Agents, 
Image Databases, Web Robots on board websites, 
Database of Images used on site, etc. This means 
the developer has simply to "suck" in his HTML 
page designs, choose the functionality required, 
link to the DBs required and then compile. A suite 
of applications and daemons will then be created 
that can run on any Unix box.’ 

Perhaps the most interesting facets of the 
technology are the On Board digital agents and 
Web robots. Digital Agents are smart programs 
which learn what users are interested in on the 
site and then give them regular personalised 
updates via email. The agents gauge this 
information in a number of ways: on the 
Computer Channel site, users enter ten key IT 
words and then receive daily news updates 
related to their choices, but agents also look at 
how long users spends looking at a certain articles 
or simply which pages they choose to read. This, 
of course, means that users get all the info they 
need from a site without having to log on and 
browse aimlessly. At the same time, the site gets 
all the info it needs about the reader, because the 
robots report their findings back to the company 
running it. Slightly Big Brother-esque, perhaps, but 
no doubt a useful tool for companies in learning 
the habits of people who log on to their sites. 

Web Robots work by a similar principle, except 
they learn what the site visitor is interested in and 
then go elsewhere on the Web to find relevant 
information. Again, these can be consciously 
directed by the user (who enters keywords for the 


Talking about a Revelation 


a 


Revelation features a much- 
enhanced graphics engine and 
improved character design 


spells and weapons has also been 
dramatically increased. 

If this latest update is as 
impressive as prerelease hype 
suggests, this could be the dawn of 
a new more era for Internet gaming 
- a genre which is already 
becoming the most interesting area 
of videogame technology. 


To find out more about Meridian 59, 


and the Revelation update, check out 
http://www.meridian.3do.com 


characters, and a whole new 
adventure scenario. But Studio 5DO 
is not stopping there — with the 
threat of Origin's Ultima Online on 
the horizon, the company has 
announced a new chapter, 
Revelation, due for release in 
Autumn. Again, this boasts visual 
improvements, but adds over 30 
new non-player characters (each 
bearing advanced AI) and an 
all-new island city to explore which 
increases the size of the map by 
50%. The number of available 


Ithough every TV channel and magazine 

worth its salt is rushing to get online at the 
moment, only a few are actually making an 
attempt to push the WWW medium in new 
directions. One of these is Sky Television's ‘The 
Computer Channel’, whose recently relaunched 
site has been created by Internet specialist 
Cromwell Media and includes the company’s 
highly promising BladeRunner technology. 

According to Cromwell's managing director, 


P 2, games merid 
Games World 
6:35 - 6:45pm on Wednesday 18 Ane 1997 


Barry veers to pe a itte confused. n 
fact if ian bnew better Pd cay he'd 
been possessed by the Combined spirits 
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The Computer Channel site mixes information 
about the channel itself with general IT news | 


eleased early last year, Studio 

3DO's huge online RPG, 
Meridian 59, was one of the first 
multiplayer Internet games to gain 
worldwide renown and patronage. 
Even at the time, though, its visuals 
looked dated and slow, and the 
gameplay disappointed and 
enraptured in equal measures. 

The situation was relieved 
somewhat with the release last 
month of an update entitled Vale of 
Sorrow, which offered better 
graphics, new areas to explore, new 
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EXPERIENCE THE RICHEST, most innovative, strategy empire building simulator to 
appear on home computer with PAX IMPERIA Eminent Domain. Sequel to the 1993 
award-winning best seller, PAX IMPERIA, on the Macintosh, PAX IMPERIA Eminent 
Domain offers players possibly the largest, galactic playing environment ever 
created. Up to 16 players at a time can discover, explore and colonise as many as 
800 unique and individual worlds. 


CREATING A STAR-SPANNING CIVILISATION is easy, hanging onto it may just prove to 
be a little tougher. Players must learn to control every aspect of their growing 
space empires. Success may depend upon mastering the fine art of inter-stellar 
diplomacy, balancing multi-planet economies, or simply crushing their adversaries 
by using the game’s unique state-of-the-art real time 3D combat engine. 

we'll have to the 


CONQUER universe! 


world... 


PAX WEBSITE 
wWww.paximperia 


WI 


Hil 


INT ERNATIONAL 


EMINENT DOMAIN 


THQ INTERNATIONAL LIMITED, 4 THE PARADE, EPSOM, SURREY, KT18 5DH 
TEL: 44+ (0)1372 745222 FAX: 44+ (0)1372 740380 
© 1997 THQ INTERNATIONAL LTD / HELIOTROPE STUDIOS INC. ALL RIGHTS RESERVED. 
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3Df Interactive 


In the rush to provide 3D solutions.to the PC games market, one company has 


raced ahead of the pack. After giving Lara Croft a digital Wonderbra, California- 


based 3Dfx's Voodoo chipset has quickly become the choice of an industry 
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Andy Keane 


» 
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128bit memory bus, six address 
buses, and so on. | mean, it's really 
nuts what we have in our chipset, but 
that's what it takes to do fast 3D. 
Voodoo is not limited by the need to 
be an integrated solution. 

AK: The real advantage that Voodoo 
has is plain to see: it's the games. It's 
really that simple. 

Edge: You've been extremely 
efficient at getting developer support. 
How did you go about selling the 
chipset to PC developers? 

AK: Well, like everyone else who was 
entering this market about two years 
ago, we really started by getting out 
there and just telling people what we 
were planning to do. We took a pretty 
conservative approach - we didn't lie 
to the game developers, we just said, 
‘This is what we're planning to do, 
and this is how fast it will go, this is 
how many polygons-per-second you 
can expect,' and it was conservative. 


the game development community, 
and found that they were actually 
pretty disappointed with what was 
out there in terms of these 2D/3D 
combined solutions. | showed them 
Voodoo and they said, ‘Well, hey, this 
is what we've been waiting for,’ and 
what we heard from people was 
"Why don't you sell this on its own?' 
The more we thought about it, the 
more it made sense. 

Edge: But it's not without 
competition. What is it, in your 
opinion, that gives Voodoo the 
current edge over other solutions? 
BB: Part of it is that the technicians 
that built it are from SGI, and have all 
that expertise. It was designed to be 
better in that we didn't take the 
standard PC approach. Normally, if 
you're designing for the PC, you 
design one chip, it's all integrated, 
with a 64bit memory bus, but with 
this chipset, we have two chips, a 


Out of the Void, a he shoot ‘em up from GameFX, is seen as a 


e next generation of native 3Dfx software 


showcase title for t 
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ounded in March, 1994, 

3Dfx Interactive has 

singlehandedly changed 
the very nature of the PC, turning a 
business machine with clunky 
hardware into a powerful games 
machine with the release of its 
Voodoo Graphics chipset in October 
of last year. Since then, amidst 
universal praise from developers and 
public alike, the California-based 
company has gone from strength to 
strength, its distinctive green logo 
dominating this year's E3 show. 
Despite rumours of funding 
problems, an aggressive competitor 
in VideoLogic, and the fickle tastes of 
the PC market, it looks as though 
3Dfx is poised to become a 
household name. Edge caught up 
with Brian P Bruning, developer 
relations manager and Andy Keane, 
VP of marketing, in the 3Dfx suite at 
ES, to get the full story. 


Edge: How did it all start for 3Dfx? 
Brian P Bruning: The goal was to 
develop something suitable for the 
arcade market and bring it over to 
the PC, so Voodoo is really an arcade 
chipset. What happened is that it got 
pulled into the PC market through its 
relatively cheap price. To be honest, 
we got sucked into the PC market 
quite a bit faster than we'd expected. 
In fact, we didn't really expect this 
current chipset to be accepted, as 
the market is so conservative 
normally. We thought we'd have to 
wait until the second set to break 
through, but it was almost 
immediately accepted. 

Andy Keane: When I first came on 
the team, | went out there to talk to 


EDGE AUGUST 1997 


Brian P Bruning 


for Glide, because we understand 
that developers are working to these 
standards more often than they are 
to ours, and also because these 
systems are a little more 
sophisticated and people require 
more help with them. Whatever the 
developer wants to work with, 
whether its Renderware or BRender 
or 3DR too, it's not a problem - we 
have any of the APIs they may want. 
Obviously, we're a little more focused 
on the first three, D3D, Open GL and 
Glide, but the point is that developers 
get just as much support if they're 
using OpenGL as for Glide. 

Edge: But the most popular is D3D? 
BB: Yes, along with Glide. The thing 
about D3D is that there's still a lot of 
controversy surrounding it, with the 
driver problems, constant revisions 
and updates and everything, but it’s 
definitely the most popular. 

AK: Yeah, I think that everybody is 
assuming that D3D is the 'catch-all'. 
You know, they may program 
specifically for a couple of chipsets, 
but then D3D comes in and covers all 
the little guys; the less popular 
technologies and the combined cards. 
BB: We actually took the decision to 
release Glide publicly, so that anyone 
could have a go at programming 
Voodoo themselves. The last time we 
did a release like that, over the 
Internet, the demand was such that it 
brought all our servers to their knees! 
The result is that we've had 
developers coming to us, that we've 
never spoken to before, and where 
there was maybe a pretty weak 3D 


. engine before, they now have a 


game running smoothly on our card. 
The shareware groups are out there, 


this: whatever it takes to get the 
game up and running with Voodoo 
graphics, that's what we'll do. It's 
very simple. We get out there, talk 
with their programmers, and maybe 
leave some technicians there for a 
while to work the problems through, 
whether it be Glide-related or D3D or 
OpenGL, or just the nitty gritty of 
getting things running the way they 
designed them to. . 
Edge: Glide is your direct API - a way 
of talking to the chip directly — but 
most developers will be 
programming with D3D in mind. Does 
it bother you that they're maybe 
getting less out of the chip as a result? 
BB: We never push anything on a 
developer. Glide will obviously 
maximise the features of the card 
because it writes directly to the chip, 
but our model is that we have 
OpenGL and D3D resources which 
are actually bigger than we provide 


« There were other people out there 


promising the Earth, and we had 
developers say this to us, and we'd 
just reply by saying, ‘Yeah, but we're 
not lying.’ When we delivered the 
chip, it was like 'Hey, it's faster than 
you said it would be,' and we would 
say, 'Great, so take advantage of it!' 
BB: The UK was actually the first 
place that we targeted for game 
developers. DiD was one of the first 
companies to come on board, along 
with Gremlin and Psygnosis. UK 
developers tend to adopt new 
technologies a little bit faster than 
some of the US developers. 

Edge: That developer support has 
been crucial to the Voodoo success. 
Many of the developers Edge has 
spoken to claim your unwavering 
support as a big factor in their 
developing the Voodoo technology. 
What's so special about it? 

BB: The way we look at support is 
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just for games, we see ourselves as 
having a good share of our market - 
gamers. But we're not at liberty to 
give out our sales figures right now. 
A good way to figure how we're 
doing is to look at how many 
manufacturers are making Voodoo 
chipsets and boards. We're seeing 
more manufacturers from Taiwan 
coming on-board, as well as the big 
guys in the West, like Diamond and 
Orchid. We even have one in 
mainland China, called 'Elephant 3D', 
and we have more and more 
companies waiting to join in, SO it’s 
looking very positive right now. 
Edge: VideoLogic has just released 
its PowerVR PCX2 chip, effectively its 
'second generation'. When will you 
release a follow up, and what form 
Will it take? 

BB: There seems to have been some 
speculation over this at E3, and it's 
partly our fault because here onthe 5» 


already had an awesome software 
engine, and now it's accelerated it's 
just amazing. 

Edge: How many 3Dfx titles are there 
in development? 

AK: At least 400 games that we know 
of. It may be as many as 500. So 
there's an awful lot of developers 
working with Voodoo technology. 
Edge: It sounds as if the software 
side is completely covered, but what 
about hardware? What about selling 
the card into a market dominated by 
ATi and S3, whose installed base runs 
to seven or eight figures? 

BB: The difference is that 10096 of 
our installed base play games. Every 
chip that goes out goes to a game 
player. A good software title is going 
to sell, what, maybe 200,000 units? 
Well, we've got that installed base 
covered easily, and because the 3Dfx 
technology works alongside some of 
these other cards, and because it's 
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and the demo guys are out there, 
and they're beginning to base their 
creations on Voodoo graphics. 
Something like 7096 of the 
submissions that companies like 
Psygnosis and Virgin, and big 
publishers like that, are getting from 
people wanting to get into the 
industry, are Glide-based - all 
running on Voodoo. 

Edge: Some of the titles Edge saw a 
year ago, with pretty shoddy 3D 
engines, are now appearing on 3Dfx, 
with filtered textures, 30105 and so 
on. Could it be that some developers 
are just lazy, and that Voodoo is an 
easy way out for them? 

AK: I think there may be an element 
of that, in some cases. Some 
developers are lazy, sure, and some 
maybe just don't have the time or the 
budget to build an efficient 3D engine 
from the ground up, so | guess 
there's a bit of that going on, but, you 
know, it'S where the market is going, 
and it's where the technology is 
going. In a couple of years, it may be 
pretty rare to find games that don't 
use this kind of technology from the 
ground up. 

Edge: Which game has used the 
technology best to date? 

BB: That's a tough question. What I 
prefer to do is to break it down into 
genres, because I don't think it's 
always fair to compare flight sims 
with driving games, or Quake to 
EF2000, but if | had to pick one for its 
‘wow’ effect, it would probably be 
Forsaken from the guys at Probe. 
There's also some stuff coming from 
Rage Entertainment that's just 
phenomenal. Extreme Assault looks 
incredible, too. | mean, those guys 
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Edge: Do you think that your card 
has brought the PC into a more direct 
competition with the superconsoles? 
BB: | think that they're very different 
markets. Consoles are really plug- 
and-play, you know, and there are no 
operating systems to worry about or 
compatibility problems. Everyone 
wants to see this convergence, but 
that's not nature. If anything, 
divergence is the norm, and these 
things are separate. Coin-op, 
console, PC - they all coexist, but 
they are separate. 

Edge: It's been rumoured that you're 
working with Sega on Saturn 2. Surely, 
there's some convergence there... 
BB: Well, we really can't comment 
on that, other than to say that we've 
got Voodoo in the arcades and we 
might want to take that technology 
further. It'S an area we're obviously 
interested in. 

Edge: You seem to like the idea of 
divergence, but it can be a pain, 
surely. You have PowerVR breathing 
down your neck right now, being 
very aggressive with 3D technology. 
What's going to keep you ahead? 
BB: | think the point is this: when we 
go into a developer and they port 
their game to 3Dfx it runs smooth, it 
runs clean and it isn't a nightmare for 
them to program it that way, so we 
have a huge software library. That is 
the number-one advantage, | think, 
that we have over the competition, 
over PowerVR. Our technology is 
easy to write to, and it works, and 
that's why it's the best. There are no 
developers that | know of that are 
yanking out their 3Dfx graphics cards 


to start programming for 4- 
PCX2. It's just not happening. 


pretty happy with that, but our 
hardware can do that in a snap, so 
we're out there educating developers 
and making sure that when they 
design the 1998/1999 games, they 
should be looking at 4,000 polygons 
per second at 30 frames. 

Edge: Is that through your Total 
Immersion developer program? 

BB: Essentially, yes. It was the 
theme of the Total Immersion 
developer conference that we held in 
April. We basically sat down with 
everyone and said, 'This is what you 
should be aiming for.' Because we 
didn't lie to them in the beginning, 
we have their trust, and to their 
credit, they're behind us all the way, 
and pretty excited about the 
possibilities, and we're sticking with 
this card for the foreseeable future, 
so we're not confusing developers or 
the market by releasing something 
new every six months. 


« stand we have demos running on 
PCs with dual Voodoo chips. People 
have naturally assumed that this is 
some kind of clue to the configuration 
of the next 3Dfx board, but it's really 
just a showcase, to show what can 
be done with the technology. Whether 
the next generation of 3Dfx will be 
two chips, or whether we're working 
on an entirely new chip, we really 
can't say right now. If we did, we'd 
be killed, basically! 

AK: And the thing is, you haven't 
really seen the chip pushed to 
anything like its limits yet, especially 
in the polygon area. It'S been one of 
the hardest things to evangelise, but 
we're just starting to get companies 
designing for 3Dfx from the ground 
up, and building environments that 
really use a lot more geometry. 
Currently, people are designing for 
around 2,000 polys per frame at, say, 
20-25 frames per second, and they're 


Fox Interactive's cutesy platform game Croc rivalled N64 quali 
with its crisp graphics and smooth frame rate, courtesy of Voodoo 


Powerslide, from Emergent, runs at 
an impressive 60 frames per second 
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geometry are kept to a minimum thanks to Emergent's load- 
management technology which smoothly morphs the 
environment models from simple shapes to detailed features as 
the player approaches. The game is still extremely early in its 
development cycle, and is yet to find a publisher, but the fact 
that Emergent is developing Powerslide from the ground up to 
be a 3Dfx-only title is an encouraging sign, and bodes well for a 
PC software line-up in 1998 that has more than filtered textures 
on offer to demonstrate the true power of dedicated 3D 
acceleration technology. 


Messiah is certainly unique. Only Shiny Entertainment could dream up a 
game where the player assumes the role of a body-snatching cherub 
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^ "WEE s the Electronics Entertainment Expo groaned under 
r 8 the weight of 3Dfx titles, one in particular hinted at 


La ww the as-yet-untapped potential of the Voodoo chipset. 


Powerslide, developed by Australian codeshop Emergent, is 
still at demo stage, but already looks incredibly impressive. It's 
an off-road buggy racing game that runs at 60 frames per 
second, and the version Edge witnessed at the recent E3 show 
had a texture quality and smoothness that might normally be 
associated with Sega's Model 2 classic, Sega Rally. 

Pop-up problems caused by overloading the processor with 


Prey 

Quake 2 

The Reap 
Banjo-Kazooie 
Conker's Quest 

The Lost World 

Sonic R 

Joe Blow 

Spec Ops 

Total Drivin' 

Klonoa 

Masters of Teras Kasi 
Jedi Knight 

Stars Wars: Supremacy 47 


Curse of Monkey Island 4 
I-War 


Powerslide, from Australian 
codeshop Emergent, represents 
perhaps the current apex of 3Dfx 


Despite its problems at E3, John 
Romero's Daikatana (right) can still 
lay claim to possessing some of the 
most realistic environments around, 

courtesy of its licenced Quake 
technology. What everyone is waiting 
for, though, is the accelerated version 
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Its hardly surprising that Skies (below) resembles the N64 title PilotWings 64 
— it's being developed by the same company: simulations expert Paradigm 


Will Sid Meier's Gettysburg prove 
to be as addictive as Civilization? 


Violent Seed, from Rabid Software, is Blasto, for the PlayStation, fails to 
a top-down PlayStation shoot'em up impress, despite the big E3 push 


A title demonstrated behind closed doors at E3, where it 
caused the kind of reaction that seems to accompany every 
game developed by the warped minds of Shiny Entertainment - 
that is, a mixture of admiration and mild amusement - 
Messiah sees players taking control of a cherub which roams 
around a futuristic 3D world looking for bodies to inhabit. Add 
to that the self-publicised inclusion of 'the first motion-captured 


Xenocracy, from Grolier, is a 
space-based shooter by Simis 


dwarf’ and, once again, Dave Perry and his merry band are in sight (although they are planned for the finished game). 
gearing up to take the PC even further into the surreal. Sadly, Edge came away with the impression that Blasto looked 
It's hard to see why, at this stage, but Blasto, from Sony's little more than a Net Yaroze demo... 
in-house American development team, has garnered an As the 3Dfx bandwagon gains momentum, the number of 
incredible amount of interest this past month. It had pride of native titles is increasing. Out of the Void (see E46), from 
place, along with Crash Bandicoot 2, on the all-encompassing GameFxX, is one such title. A playable version was on show at 
Sony stand at E3, but left Edge wondering what all the fuss was E3 and impressed with its uniquely aesthetic interpretation of 
about. Its construction seemed to be simplistic Bubsy 3D-style the space shoot ‘em up. 
environments and plain-shaded polygons, with hardly a texture SegaSoft's Skies, which resembles PilotWings 64, was » 


These shots from EA's Longbow 2 
may look prerendered, but they're 
most definitely in-game 3Dfx 


GameFX has created a shoot 'em up of considerable beauty with Out of the 
Void, which took pride of place, alongside Quake 2, in the 3Dfx suite at E3 
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Interstate '77, from Activision, is due for Christmas, this time with 3Dfx support Saturn Quake mimics the PC original As does Saturn Duke Nukem 3D 


« shown running on the experimental SLI board behind closed PC stands, but it's almost certain to prove as maddeningly 

doors in the 3Dfx suite. The final version will be compatible with addictive as its Civilization forebears. 

the standard Voodoo chipset, and appears to have RPG With Quake 2 already on the horizon for PC owners, the 

aspirations, as well as a multiplayer mode. original title has certainly taken its time to filter down to 32bit 
Meanwhile, on the EA stand (inside a mocked-up cockpit), consoles. It'S well on its way, though, and as these screenshots 

Jane's Longbow 2 showed how a previously clunky engine show, the Saturn conversion (due at the end of October) is 

could find a new lease of life courtesy of the Voodoo chipset. incredibly faithful, both in terms of visual quality (although here 
Sid Meier has returned with his first title under the auspices the resolution is lower than most PCs are capable of) and level 

of his new codeshop, Fireaxis. Sid Meier's Gettysburg may layouts. Despite the huge differences between the two 


not look much compared to the 3D excesses that dominated the platforms, this faithfulness can be put down to Lobotomy's prior 
experience in creating the excellent firstperson shoot 'em up 
Exhumed (which may soon be heading N64-wards if industry 
talk is to be believed). 

Lobotomy's Saturn conversion of 3D Realms' PC bestseller 
KASUMI Duke Nukem 3D is also looking very accomplished. Again, all > 


Capcom's X-Men vs Marvel Super Heroes (below) features some of the world's 
favourite super-powered beings in the form of some impressively huge sprites 


NEIS HERO E MEW HEDO 


Capcom's PlayStation conversion of Street Fighter EX is looking smooth and fast, 
although the weaknesses of the coin-op do not appear to have been addressed 


Jaleco's Dead or Alive coin-op is about to make the leap to both the PlayStation and Saturn (above), Though the 
coin-op was never a premier title, its licenced Model 2 visuals made it a looker, and it played a pretty sound game 
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Sega's latest Saturn title 
Panzer Dragoon Saga is 
nearing completion. The 
battle sequences are turn- 
based, but they're graphically 
exciting and atmospheric 


Tight, twisted camera angles, 
Romero-esque burning 


zombies and 'Aliens'-style RELEASED BY MANGA ENTERTAINMENT 


lente | ` FROM HTH AUGUST 


than its predecessor. A 


demo will be included with a : 1 RRD £11 5 99 
the Director's Cut edition in : E 
September (Japan/US) AVAILABLE AT VIRGIN, HMV, SAM GOODY, JOHN MENZIES, 


GAME LTD, TOWER RECORDS, FORBIDDEN PLANET, 
MVC AND ALL GOOD VIDEO & COMIC STORES. 


WATCH OUT FOR MECHA MAYHEM 
ZEORAIMA-PROJECT HADES SERIES 


ALSO RELEASED ON THE llth AUGUST 


E2 CHECK ONLINE MANGA 
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ANG 
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F-Zero 64 carries on from where the original left off, adding more vehicles 
and stomach-churning courses. N64 owners will be slavering already 


gaurvecece S 


« the levels from the original are present and faithfully (though Nintendo would counter this claim by citing the game's 
reproduced, and Lobotomy has even added a whole new level setting — high up in the clouds above a city), the game runs at an 
for the Saturn release, with NetLink support (in the US) allowing extremely fast pace (the hovercars can travel in excess of 
for a twoplayer 'DukeMatch' mode. 900km/h) and a super-fluid 60fps update. 

The long-awaited F-Zero 64 is yet another classic SNES title Nintendo has also released more shots of Zelda 64, along 
being given the ó4bit treatment in-house at NCL, and will feature with some snippets of information. The 3D combat action in 
more than eight vehicles as opposed to the original's choice of Zelda 64 (the cartridge version, due in Japan in November/ 
four. New features will include a twoplayer battle mode, and December) will allow players to switch between first and 
players will have to deal with banked turns, loop the loops, and thirdperson perspectives, while, disappointingly, interior 
corkscrews which crop up throughout the game's 20 tracks. sections look to be presented in a static fashion rather 
While early screenshots reveal a distinct lack of trackside detail like the environments of LBA2. t 


Konami's 5D RPG adventure 
Hybrid Heaven (above), was 

shown in prerendered form on 
video at E3. Will it be the N64's 
answer to Tomb Raider? 


Nintendo showed more of Yoshi's Island on video at E3, revealing a bundle of 
characters carried over from the original and bolstered with 64bit power 


BATTLE FOR EA 
ABOUT TO BEGIN! 
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AVAILABLE AT VIRGIN, HMV, SAM GOODY, JOHN MENZIES, GAME LTD, 
TOWER RECORDS, FORBIDDEN PLANET, MVE AND ALL GOOD VIDEO 
8 COMIC STORES RRP £13.99. 

WATCH OUT FOR TWO AMAZING ACTION PACKED MOVIES, 
ZEDRAIMA - PROJECT HADES & TOKYO REVELATION 
RELEASED ON 11th AUGUST. 


DON'T MISS OUT! 
CHECK ON-LINE MANGA FOR OTHER EXCLUSIVE OFFERS ON: hitp://www.manga.co.uk 
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Like many N64 titles at E3, 
Zelda 64 was shown running 
on video. Of particular 
interest are the room 
interiors (right), which are 
viewed from a top-down 
perspective. The game is 
expected to debut at the 
November Shoshinkai show, 
and go on sale in Japan in 
December. The US release 
will follow in March ‘98, 
with a UK version expected 
shortly afterwards 
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PRESCREEN 


ALTHOUGH IT HAS ALREADY BEEN TWO YEARS IN DEVELOPMENT, JD REALMS’ INNOVATIVE FIRSTPERSON 
SHOOT 'EM UP STILL HAS A THIRD — AND VERY PROBABLY MOST IMPORTANT — YEAR OF WORK AHEAD OF IT 


which the player can pass into a completely 

different 3D environment. The engine allows 
portals to be dynamically created and placed 
anywhere in the game. 

This device allows optical illusion-style 
effects to be introduced. For example, the 
game can delude players into thinking that 
they are exploring a set of three rooms when 
in fact there are only two, with a portal used 
to ‘loop’ them together. Another optical 
illusion is best described as the 'Tardis 
syndrome', whereby a room which seems 


Players will have to kee 

a constant check on their 
surroundings, as they may 
be ambushed at any time 


Despite Prey's huge environments, ——— surfaces and 
reflections, the game's engine maintains a healthy frame rate throughout 


irstperson shoot 'em ups are fast 
F becoming as over-popular on the PC 

as driving games are on 32bit 
consoles. Quake Il, Hexen ll, Daikatana, 
Unreal and SiN are just some of the recent 
pretenders to the throne first seized by Doom 
way back in 1993. 

However, unlike those games, Prey 
doesn't make use of the BSP (binary search 
partition) technology associated with the 
genre, relying instead on 'portal' technology. 
Portals are 2D window-like shapes through 


Format: 


Publisher 
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Due to the use of portals, not everything in Prey is as it first seems. The 
technology can play havoc with the dimensions of rooms and corridors 


move through them. And because the system 
isn't processor-hungry, it has little effect on 
the game's frame rate, with the result that 
Prey moves at a fair old clip. 

Another equally impressive aspect of the 
game, adding greatly to the sense of realism, 
is its lighting engine, which boasts a 16bit 
colour palette generated from six lights, and 
very subtle shadow edges. 

As for the storyline, the game's 
developer, 3D Realms, is keen to emphasise 
that Prey is a serious science-fiction 
adventure, without the over-the-top or 
tongue-in-cheek elements of some of its 
rivals. The player takes control of a character 


called Talon Brave, a Native American who is 
abducted by the Trocaran species and finds 
himself fighting for his life inside their gigantic 
mothership. As the game progresses, the plot 
thickens, and it soon becomes clear that 
things are not quite as straightforward as 
they first appear. 

Because a conventional 3D engine would 
not be able to deal with portals, Prey's engine 
is written directly to hardware, which means 
that players will have to furnish themselves 
with a 3Dfx-or-compatible 3D accelerator 
card before they can experience it. 

The new technology undeniably has a 
great deal of potential, but as always, the big 
question remaining is whether the E 
gameplay can make full use of it. 


Prey features some highly impressive lighting effects - the game often 3D Realms is expected to license the 
exudes a prerendered look, even though the graphics are all in realtime | impressive portal technology used in Prey 


Prey's lighting engine is put to good use for explosions (top). Weapons 
are constructed from polygons and thus react to light changes (above) 


small from the outside opens up into a 
impossibly vast space once the player steps 
inside. The overall effect is startling. 

3D Realms' new approach has significant 
gameplay implications. Players will be able to 
shoot through portals to confront opponents 
who are on a completely different part of the 
level, or appear right behind them to launch a 
surprise attack. 

The technology can also be put to other 
uses. Gorgeous reflecting surfaces can be 
created by placing portals on the floor and 
then making them 'solid' so players can't 
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THE FIRSTPERSON SHOOT "EM UP SCENE SEEMS RESOLUTELY ENSCONCED IN THE FANTASY REALM. SEATTLE-BASED 
ZOMBIE, HOWEVER, IS ONE COMPANY DETERMINED TO INJECT THE GENRE WITH A SHOT OF BULLET-RIDDLED REALISM 


and equipment present in the game, as well 
as witnessing ranger and light infantry 
practice exercises to get the feel of actual 
combat and the teamwork involved. 
Furthermore, the audio content was recorded 
from real weapons being fired. 

This attention to detail certainly seems to 
have paid off. If the gameplay matches the 
impressively realistic visuals, Spec Ops will 
prove to be a welcome expansion on £E 
what is an overexposed genre. 


Character animation is based on motion- 
capture data to heighten the realism 


irst covered in E44, this firstperson 
F combat game from Seattle-based 
Zombie is the first in a series 
featuring Special Forces operations, with the 
emphasis firmly placed on action and realism. 

Players will find themselves exploring 
huge outdoor 3D environments and in control 
of a team of rangers responsible for the 
elimination of enemy targets while 
simultaneously carrying on sub-missions, 
all within the stressful confines of the strict 
time limit imposed. 

The five mission levels, each with four 
sub-assignments, will vary considerably from 
one to the next, and include seize-and- 
destroy sorties, counter terrorist attacks, and 
hostage rescue situations in different areas of 
the globe. However, unlike other games of 
this type, there will be an element of strategy 
involved, and players charging in with guns 
blazing will severely hamper their chances of 
seeing the end credits. 

Although only one of the six team 
members is controlled, the other rangers 
react intelligently to the player's actions, 
instigating the enemy into combat, and 
providing forms of back-up, such as kicking 
down doors and standing guard while the 
player searches the building. 

To ensure realism, Zombie's development 
team obtained advice on the level design 
from Special Forces units together with 
photographs in order to authentically 
reproduce the clothing, vehicles, weapons 


These shots all come from the 3D card-enhanced version. 
The game's moody visual tones reflect the realism level 


Each of the game's 
vehicles is based on a 
real-life military model 
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Bearing distinct similarities to isometric 3D classics Zaxxon and Viewpoint, 
The Reap is a promising attempt to bring the scrolling shoot 'em up to the PC 


favour. If the programming talent behind the 
game is astute and creative as it was back in 
the Amiga's heyday this could be a great title. 
In fact, Housemarque may even convince 
other PC developers that Quake should not 
be the only source of inspiration when it 
comes to shoot 'em ups. And that 
would be a remarkable achievement. 


THE REAP 


evelopers attempting PC shoot 'em 
D ups in the past have often lacked 

experience in the genre, unaware of 
its finer points, resulting in a number of 
wholly forgettable efforts. The system's 
architecture hasn't helped the cause, its 
comparatively weak 2D capabilities being 
detrimental to design endeavours. Helsinki- 
based outfit Housemarque, however, is 
aiming to overturn this poor state of affairs 
with its forthcoming shooter, The Reap. 

From the early demo Edge has played, 
signs are positive. The backgrounds are 
detailed and interesting with a hazy industrial 
look reminiscent of 'Alien 3', and the 
explosions are brilliantly cinematic in both 
size and bassy resonance. Although the game 
is not supporting any accelerator cards, in 
terms of speed Housemarque has assured 
Edge that a decent frame rate will be 
retained throughout due to its sound graphics 
engine. Scandinavian coders are renowned 
for their programming resourcefulness, and 
Housemarque's previous computer shooter, 
the Amiga classic Super Stardust, lends 
credence to the codeshop's claims, which 
include 400 objects on-screen with no 
significant slowdown. 

Housemarque is even attempting some 
innovative touches. For example, rather than 
appearing in mindless formations, enemy 
ground troops use AI. Consequently, they try 
to strategically guard important buildings, but 
run away from explosions and adopt 'every 
man for himself tactics if the player shoots a 
commanding officer. 

It seems that The Reap has much in its 
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SCANDINAVIAN SOFTCO HOUSEMARQUE WAS RESPONSIBLE FOR SUPER STARDUST, ONE OF THE FINEST BLASTERS ON THE AMIGA. 
Now IT IS LOOKING TO BRING ITS CONSIDERABLE EXPERTISE TO THE PG WITH A STYLISH ZAXXON-STYLE SHOOTER 


The backgrounds are 
ل‎ we. يمي‎ e and 
employ spectacular 
lighting effects 
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Tur ADAGE ‘WHERE NINTENDO LEADS, OTHERS FOLLOW’ APPEARS TO BE HOLDING TRUE, AS RARE 
PREPARES TO DELIVER A OD PLATFORM GAME WITH MORE THAN A PASSING SIMILARITY TO SUPER Mario 64 


The scale of each level - which a to rival that of Super Mario 64 - becomes evident when Kazooie takes to the skies (top left). Though the levels 


the N64's premier title, rich textures are used more abundantly, making for more realistic-looking terrain (above right) 


use similar structures to those o 


Furthermore, encountering a voodoo 
doctor will see the eponymous duo changed 
into an ant like insect, capable of scaling 
vertical walls in order to find hidden bonus 
items such as extra lives, musical notes and 
puzzle pieces. 

The animation is as fluid as anything yet 
seen on the N64, and characters possess a 
wide range of moves for players to master. 
Despite its close visual relationship with 
SM64, then, this could be one of the - 
strongest secondparty games of '97. 


The banjo and kazoo references of the title qe to be reserved for an 


intro screen (where the two characters play them), and not in the game 


t was, of course, only a matter of 
1 time before developers attempted to 

ape the values of what is perhaps the 
greatest game in existence - Super Mario 64. 
Despite Nintendo setting such a clear 
example of what makes a fine game, though, 
no doubt many will fail miserably (indeed, 
Japanese developer Epoch already has, with 
Doraemon - see review, E45). 

However, Nintendo-friendly Rare has 
jumped ahead of the opposition and shown a 
probable hit title that gathered much 
deserved attention at the recent E3 event. 

Banjo-Kazooie features a bear (Banjo), 
carrying a bird (Kazooie) in a rucksack, and 
the two roam freely through a 3D world 
collecting blue eggs, avoiding hazardous 
terrain, and defeating enemies. The game's 
bright primary colours and cartoon look 
evoke a strong Mario-esque feel, yet the 
resemblance isn't purely cosmetic — after a 
few minutes' play, Banjo-Kazooie proves it 
may have the potential to be as immersive an 
experience as Nintendo's masterpiece. 

In a similar fashion to one of Rare's earlier 
games, Donkey Kong Country, players are 
encouraged to swap between the characters 
in order to progress efficiently through the 
game. As a result, use must be made of 
Kazooie when flying is required to ascend a 
seemingly impassable obstacle such as a 
mountain; similarly, Kazooie proves most able 
in water, where his wings double up as an 
effective method of propulsion. 


A voodoo doctor turns 
characters into insects 
(top). The duo collect 

musical notes (above) 
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Conker the chipmunk must 
collect nuts in a variety of 
environments, althou 
some help will be at hand 
in the form of a female of 
the species (main) 
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CONKER'S QUES! 
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IT WOULD APPEAR THAT ONE SUPER MARIO 64-ALIKE ISN’T ENOUGH FOR RARE, WHOSE ROSTER FOR 1997 
IS BEING BOLSTERED BY A TITLE SOAKED THROUGH WITH CUTE. Is THIS Mn Nutz: THE 3D REMIX? 


style, generating near-cartoon-quality visuals 
which set a new benchmark for the 64bit 
machine. Conker's Quest also scores another 
point over the bear-and-bird duo's game with 
its superfluous details — the water within its 
levels is more realistically animated, for 
example, and it seems to maintain a more 
uniform cartoon-esque feel. Also, Rare's 
designers appear to have given Conker a 
wider breadth of actions thanks to a number 
of collectable costume-based power-ups. 

The game is at an earlier stage of 
development than Banjo-Kazooie, though, 
and certain aspects, such as camera angles, 
will need attention if the game is going to 
compete against the Nintendo-published title. 
Ironically, the latter could prove E 
Conker's Quest's biggest adversary. 


ot content with releasing one Mario 
N 64-alike, Rare has decided to work on 

two simultaneously. As a result, 
Conker's Quest (which will be the first game 
to be published under the Rare banner for 
years) looks a lot like Banjo-Kazooie, and its 
gameplay is equally similar. While this may be 
no bad thing, differentiating between the two 
titles proves difficult at first. 

Looking rather like a 3D version of 
humdrum 16bit platformer Mr Nutz, Conker’s 
Quest appears to be aimed at a younger 
audience than Rare's other N64 platformer, 
and has Conker helped along by a female 
squirrel in fighting off gigantic enemies within 
equally vast landscapes. 

Indeed, the view impresses most in the 
way it casts out into the distance, Mario 64- 


EK و‎ 


Comparisons will no doubt be made with Banjo-Kazooie, Rare's other N64 platformer, and indeed, in terms of gameplay at 
least, the two games are similar. Visually, however, Conker’s Quest may have the edge, with prettier spot effects (right) 
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Rare is hoping that 
Conker's colourful 
world will appeal to the 
younger N64 audience 
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THE LOST WORLD 


WILL THE ‘GAME OF THE FILM’ BASED ON THE SEQUEL TO STEVEN SPIELBERG S DINOSAUR EPIC ‘Jurassic PARK’ 
FAITHFULLY RECREATE THE ATMOSPHERE OF ITS BIG-SCREEN INSPIRATION, OR IS IT JUST A LOST CAUSE? 


to the movie. For example, the 20 or so 
dinosaur species are accurately modelled on 
their cinematic brethren and constructed 
using the film's new Morf-X animation 
technology. As a result, the dinosaurs move 
remarkably realistically: skin stretches when 
they move, and all can call upon a range of 
movements, including running, walking, 
jumping, slashing and no doubt dining on 
those unfortunate enough to cross their path. 

Predictably, Dream Works' intention is 
obviously an accurate reconstruction of the 
Spielberg epic, and realistic dinosaur 
modelling, a sweeping orchestral soundtrack 
and some effective dynamic lighting effects 
should attract fans of the movie. For 
everyone else, the option to control the 
dinosaurs instead of the hapless humans 
should lend the game an extra appeal. 
Controlling a T-Rex as it tucks into a t 
jeep full of hunters sounds great fun. 


he film licence appears to be back in 


T vogue at the moment, with Mission: 
Impossible, The Fifth Element and 
Blade Runner all in development. It remains 
to be seen, however, whether gamers will 
welcome this trend or not... 

Lost World, based on Spielberg's 'Jurassic 
Park' sequel, is also joining the throng. In its 
current incarnation, the game sounds very 
similar to the film: light on plot, heavy on 
action. The player is responsible for five 
characters — a tiny compsognathus dinosaur, 
a raptor, a human hunter, a T-Rex and a 
human scientist - whom he has to control at 
various points in the game. His task is simply 
to keep them alive in the teeth of attacks 
from a range of ravenous prehistoric 
monsters and human trespassers. 

Interestingly, developer Dream Works has 
elected for a thirdperson viewpoint and a 
left-to-right scrolling platform design. This 
approach might sound slightly dated, but 
judging by the demo seen at the E3 show, the 
25 different environments are detailed and 
diverse, and, like the characters, have been 
constructed in full 3D in order to lend the 
game a respectable veneer of reality. 

As might be expected from a title 
developed in close conjunction with Spielberg 
himself, a great deal of visual inspiration and 


technical knowhow can be directly attributed | Although most of the gameplay seems to take place in the scrolling 
foreground area, the background is lavishly detailed and eerily convincing 


There are 20 different 
dinosaurs in the game. All 
are based on the actual 
models used in the movie 


ONCE SO FAMOUSLY A UBIQUITOUS ASPECT OF VIDEOGAME CULTURE, SONIC THE HEDGEHOG HAS BEEN CONSPICUOUS BY HIS 
ABSENCE IN THE MODERN-DAY CONSOLE ERA. NOW, HOWEVER, SEGA IS PREPARING TO RELAUNCH THE SPIKY MAMMAL'S CAREER 


5 


In keeping with Soníc 
lore, players are 

encouraged to collect 
gold rings throughout 
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Can the Soníc brand rebuild its weight 
with what is essentially a racing game? 


and over, which give the game its platform 
feel - even the famous loop-the-loop from 
the original Sonic the Hedgehog is here. 

Traveller's Tales has retained Sonic's 
usual brash, simplistic colouring but added a 
3D realm crammed with scenic detail, as well 
as a few clever graphical effects. For 
example, objects in the distance don't pop in 
as they do in many Saturn games but 'fade' in 
gradually, preventing the usual visual jar. 

Some may bemoan the fact that not only 
is Sonic's first 32bit-only appearance a radical 
departure from his previous adventures but it 
is also a racing game - one of the most over- 
subscribed genres on the Saturn. However, 
given the game's platform elements, its visual 
style and the promised wealth of secrets, the 
new approach should please most comers 
and provide a much-needed fillip for the 
Saturn, which is currently still losing its * 
battle against Sony and Nintendo. 


Sonic R isn't being developed in-house at Sega in Tokyo, but hardcore 
gamers will have plenty of faith in developer Traveller's Tales' pedigree | 


he Sonic character, once effectively 
T Sega's mascot, has so far failed to 

make a significant appearance on the 
Saturn. Of course, there was Sonic 3D, 
converted almost intact from the Mega Drive, 
but it was something of an afterthought. NOW, 
however, British developer Traveller's Tales is 
aiming to restore the cobalt-coloured 
mammal's reputation with Sonic R. 

The game has the potential to become a 
key Saturn title. Not only does it star Sonic - 
one of videogaming's true stars - but it is also 
an interesting hybrid of racing game and 
platformer. Sonic and four other characters 
(Tails, Knuckles, Emmy and Dr Robotnik) have 
to blaze through five large 3D worlds, picking 
up rings along the way and using their own 
special skills to get ahead of competitors. 
Sonic, for example, can use his spinning 
attack to wrongfoot the other racers, while Dr 
Robotnik has the unique ability to make 
shortcuts through lakes and rivers. 

But Sega is keen to point out that Sonic R 
isn't just another racer. The five worlds on 
offer hide a number of alternative routes, 
shortcuts and secrets which players have to 
discover in order to improve their times. 
There are also plenty of obstacles to jump on 
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POLYGON-DRIVEN PLATFORM-GAME DEVELOPERS NO LONGER SEEM SCARED TO EXPLORE THE THIRD DIMENSION. 
Tur '2.5D' ERA IS PASSING; WELCOME THE NEW BREED, INCLUDING THIS FROM FLEDGLING UK OUTFIT, ABSTRACT 


Players will have to venture into some 
distinctly less-than-savoury locations 


down it. Likewise, tripping over small objects 
will slow him down, complete with the 
appropriate animation. 

Joe Blow is the work of Abstract 
Entertainment, a Braintree-based codeshop 
formed by two ex-Sensible Software 
employees, Stoo Cambridge and Chris 
Denman, after they decided that 'the industry 
had become stale and boring’. 

The game’s lead programmer is 18-year- 
old Tim Wharton, who began coding on a ZX 
Spectrum at the tender age of four. 

Joe's engine is really nice,’ he claims. 
‘It's all 16bit colour and 100% floating point 
[and] all of the animation in the game is done 
with keyframed spline paths. The animations 
only take up a little bit of RAM and they look 
nice and smooth - we can just plonk an 
animation into the game straight from 
LightWave and it'll look the same.’ 

The 3Dfx-accelerated version in particular 
is currently looking graphically impressive, 
with slick textures and levels built using 
convincing elements. Yet a few minor bugs 
remain to be resolved before the game can 
be called complete, as Wharton reveals: 'You 
think you're done, then you see a flying 


zombie indecently assaulting a choir 
boy in the Abbey of Orra...’ 


All these shots are from the PC 3Dfx version. Ceni great emphasis 


has been placed on giving Joe Blow a very cartoon-like graphical style 


Abstract has incorporated plenty of animations, such as Joe tying his 
shoelaces (top), in an attempt to maintain the game's cartoon approach 


aving given gamers hedgehogs, 
H bandicoots, and lizards, to name but 

a few, in recent years, there will 
surely come a point in the near future when 
software companies exhaust the animal 
kingdom in their search for specimens to 
deliver as convincing game characters. Until 
then, though, Mario 64-alikes look set to 
retain fur-clad creatures as their centrepieces. 

PC and PlayStation title Joe Blow is no 
exception, featuring a ten-year-old monkey 
who blows on his enemies, defeating them 
with his breath. 

The task ahead of him is reminiscent of 
that of NIGHTS: Joe must save the Queen of 
Dreams, who has been kidnapped by the evil 
Nightmare King and invaded Dreamworld, 
resulting in sleeping children being 
traumatised by disturbing nightmares instead 
of having the comfort of peaceful dreams. 

In ridding Dreamworld of its malevolent 
new ruler, Joe must jump, run, and blow his 
way through six worlds containing more than 
60 levels full of humorous opponents such as 
Cyril the Cuban Cactus, Barry the Blowfish 
Buzzard and Zebedee Zombies. 

The real 3D world system has been 
designed so that Joe interacts realistically 
with his surroundings. On a steep slope, for 
example, instead of just standing there as if 
the surface were flat, he'll either walk or slide 
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But perhaps the most obvious 
improvement is the increased detail evident 
in enemy models. Id was one of the first 
developers to use the 'soft-skin' texture 
technique, wrapping one single, elastic 
texture over the polygon frame of the 
creatures instead of texturing each individual 
limb. Though economical, the low polygon 
count of Quake's models left a great deal to 
be desired. The new models consist of 
around 600 polygons each (as opposed to the 
original's 150-per-model count) and are 
smoothly animated. All this explains the first 
half of the opinion - that Quake 2 does 
indeed look stunning. 

That it was also ‘more of the same’ in a 
show swamped with firstperson shoot 'em 
ups is perhaps a result of the E3 demo 
version's alpha status. 

Without enemy Al in effect, playing Quake 
2 on Activision's stand was something of an 
exercise in futility, merely sightseeing. They 
were great sights, as everyone agreed, but 
the real test for id will be bringing something 
new to the genre when its much-anticipated 
sequel is rolled out in November. The hugely 
revered softco will need to deliver in 4 
grand style if it is to retain its reputation. 


THE SEQUEL TO ONE OF VIDEOGAMING'S LEGENDS IS NEARING COMPLETION, ITS CREATOR EXPLOITING SDFX TECHNOLOGY 
TO REDEFINE THE FIRSTPERSON STATE OF THE ART. CAN ID REALLY MEET THE INCREDIBLY HIGH EXPECTATIONS OF PC GAMERS? 


Quake 2's enemy characters consist of around 600 polygons, compared to 
the original's 150. 3Dfx acceleration ups the visual ante quite significantly 


t was almost the game of the show. 
1 As the doors opened at E3 in Atlanta 

and the crowds poured in, they split 
into broadly three groups: those who wanted 
to see Tomb Raider 2; those pining to get to 
grips with Rare's latest N64 endeavours in the 
form of Banjo-Kazooie; and, significantly, the 
press and industry figures who headed 
straight for Activision's stand, eager to 
witness the second coming of Quake, one of 
the most influential PC games ever. 

The judgement on what was found varies 
depending on whose views are being 
considered, and, crucially, their own 
preconceptions of what Quake 2 would offer. 
The common opinion was that it looked great, 
but offered simply more of the same - more 
corridors, more moody lighting and more 
dumb bad guys lining up to be gunned down. 
Edge spent a good half an hour at 
Activision's stand playing Quake 2 and came 
away with the conclusion that this opinion 
seems not too far off the mark. 

Visually, the game met and, in some 
respects, exceeded expectations. The Quake 
2 engine, accelerated with 3Dfx technology, 
has given id the freedom to include many of 
the features that were dropped in the 
original, namely realtime dynamic light 
sourcing, shadows and transparencies. The 
filtering afforded by the Voodoo chipset has 
smoothed away the jarring pixellation that so 
plagued Quake and its ilk, and the hi-colour 
facility has done away with the over- 
abundance of brown hues that muddied the 
original's complex interiors. 


EDGE AUGUST 1997 


The pru leap from 
Quake to Quake 2 is 
vast, with bolder, more 
complex environments 


Format: 

Publisher: 
Developet 
Release 


Origin: 


EDGE’ AUGUST 1997 


42 Fa 
3:50:94 


3:00:00 
rs a» ut e M 


ayer with the challenge of getting to grips with all manner of different road surfaces, 
possessing contrasting handling characteristics, thus necessitating different approaches 
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THE PLAYSTATION HARDLY YEARNS FOR ANOTHER DRIVING GAME, YET DEVELOPER EUTECHNYX 
IS CONFIDENT ITS TITLE HAS SOMETHING NEW TO OFFER PLAYERS RAISED ON A DIET OF ARCADE-STYLE RACERS 
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A multitude of tracks, based all around the world, provide the 
while the various racing categories add to the task, each vehi 


t^. 
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Eutechnyx has developed a coding tool that 
calculates the view the driver would see from 
the car and draws those graphics accordingly. 
As the car changes, so does the view, 
therefore preventing the old nemesis of 
racing games from making an appearance. 

If its component parts meld successfully, 
Total Drivin' could represent a breath of fresh 
carbon monoxide for what has E 
become the most stifled of genres. 
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, the game's 3D engine draws far into the distance without 


Refreshin 


great evidence of pop-up, despite large expanses of textured surfaces 


nother month, another excuse for 
A PlayStation owners to engage in a 

high-speed activity that might 
otherwise get them into trouble with the 
law in real life. 

However, rather than simply imitate 
previous examples from the PlayStation's 
vast racing-game library, Ocean's Total Drivin' 
offers four distinctly different types of 
vehicles — sports, Indy, off-road, and rally - to 
race within the confines of a 3D environment. 
The 40 cars available include models from 
manufacturers such as Ferrari and McLaren, 
and the 36 tracks cover six geographical 
areas spanning the corners of the world. 

As players advance through the courses, 
new obstacles such as boulders, jumps, and 
even weather have to be negotiated while 
attempting to stay ahead of the seven CPU- 
controlled opponents. Alternatively, two or 
four players can engage in head-to-head 
competition via the game's split-screen and 
link-mode options. 

Developer Eutechnyx has gone to great 
lengths to ensure the realism of the car 
models isn't purely cosmetic. A comprehensive 
physics model ensures four-wheel independent 
suspension, correct aerodynamics and 
realistic handling depending on the car in use 
and the terrain it is travelling on. 

The game's most impressive feature looks 
to be its 3D engine, which draws far into the 
distance with little evidence of pop-up. 


The game's cars are 
based on a real models | 
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BiG-LEAGUE ARCADE MASTER NAMCO HAS BROKEN ITS COIN-OP CONVERSION TRADITION AND FORGED AHEAD WITH AN 
ORIGINAL PLAYSTATION TITLE THAT'S ABOUT AS FAR AWAY FROM THE LIKES OF RAGE RACER AS COULD BE IMAGINED 
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these screenshots may give the im mpresion that Klonoa is a 3D game, the action actually takes place 
entirely in 2D. The effect is achieved by com 


ining varying camera angles with bold, pseudo-3D backgrounds 


proved that a substantial market exists for 
titles which wrap tried-and-tested gameplay 
values in pretty packaging (the latter title 
proving a monster hit in Japan when released 
by Bandai using licensed characters in place 
of Crystal Dynamics' jester). Kaze No Klonoa 
certainly adheres to this trend, and Namco's 
supreme technical understanding can 4- 
only further its hit-status potential. 
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Klonoa's world is the kind of fantastical land enduringly pone with 
| Japanese designers. Some may find the colour scheme a bit over the top 
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Although 


amco is, of course, best Known tO 
Es PlayStation owners for successfully 

converting many of its impressive 
catalogue of coin-ops to Sony's machine. 
Kaze No Klonoa marks a shift in focus for the 
videogames giant, however, as its first 
platform game for years. 

Klonoa, the game's main character, is a 
very curious-looking boy with wings — a 
characteristic which is apparently usual, if not 
essential, among inhabitants of his home, the 
Village of Wind. The game's plot centres 
around his quest to find the legendary land of 
Phantomile, which is rumoured to have 
existed hundreds of years previously. This 
task is eased somewhat by a fairy-like entity 
called Huppo and a magic ring which he can 
use to defeat the enemies he encounters in 
his travels. Klonoa is also able to engage 
some of the game's characters in 
conversation in order to obtain information 
which will help him complete his journey. 

Although the camera view and 
backgrounds combine to give the impression 
of an extra dimension, Kaze No Klonoa is very 
much a 2D-gameplay title. This approach 
stems from Namco's belief that 2D platform 
games are easier and more intuitive to play. 
The camera, which follows Klonoa through 
the game's six garishly realised worlds, 
broken down into 21 stages, switches 
viewpoints to best suit the action on-screen. 

The commercial success of games such 
as Crash Bandicoot and Pandemonium has 
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Some regions are in 
marked contrast to the 
gaudy outdoor levels 
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LUCASARTS 


FEW DEVELOPERS CAN HOLD A CANDLE TO LUCASARTS' REPUTATION; NOW THE 


CALIFORNIAN COMPANY IS PREPARING TO WIDEN THE GAP EVEN FURTHER 


1997 will be a bum 


er year for 'Star Wars' fans who, following the re-release of the trilogy, can look forward to no less than four new games from 
formats. This scene is an in-game 3Dfx-accelerated shot what from might be the biggest - firstperson shoot ‘em up, Jedi Knight 


LucasArts, across a 


alifornia has perhaps more than its fair share of 
talented developers. Along with Texas, it's the 
home of many of the software industry's leading 


lights, including Shiny Entertainment, Interplay, Activision 
and the company that owns one of the most lucrative 
licences in the world: LucasArts. 

Though its success is firmly grounded in the conservative 
(and increasingly fickle) PC market, the Star Wars publisher 
has in recent months begun to look further afield, 
broadening its portfolio to include both the N64 and 
PlayStation titles. Following the 3ع‎ show in Atlanta, Edge 
flew out to San Rafael to take a closer look at the company's 
trademark PC development and unveil a rather surprising 
take on the 'Star Wars' game universe. 


LucasArts' offices are located just across the Golden 


The inelegantly titled Master of Teras Kasi sees 
LucasArts seeking to compete with the likes of Namco 
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Although Masters of Teras Kasí runs at 30Hz, what it lacks in smoothness it more than makes 
up for in style. Each character model consists of 1,300 polygons, with richly detailed textures 


‘It's not running as smoothly as Tekken, obviously, but 
the textures are far more detailed, and we have a lot of stuff 
going on. The characters are far more complex than those in 
Tekken — and they have to be recognisable, too. | mean, 
there's no movie star to compare Law with, whereas everyone 
knows in excruciating detail what Luke should look like, what 
Han's blaster looks like and Princess Leia's unique hairstyle, 
so we had to cater for that. If it means that Masters runs a 


little less smoothly than Tekken, then there you go.' 
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Gate bridge, on the fringes of the appropriately named Lucas 
Valley. The legendary 'Star Wars' director himself resides just 
a few minutes' drive away, at Skywalker Ranch - a 
soundless, peaceful impression of a 19th Century mansion. 
The white, colonial pillars, sprawling veranda and rocking 
chairs sit in still harmony with a collection of props and 
momentos from the 'Indiana Jones' and 'Star Wars' movies - 
the bullwhip, the fedora and Ben Kenobi's original 
lightsabre. Though not quite a museum, so rich is this 
celluloid history that LucasArts could create ten games a 
year based on the 'Star Wars' universe, and still have room 
another, unique, take on the subject. 

Masters of Teras Kasi is one such take. LucasArts is 
about to enter hitherto-unexplored territory by producing its 
first beat 'em up. 

The game owes its title to an ancient martial art, 'Teras 
Kasi', as old as the Jedi themselves. The evil Arden Lyn, 
allied to the Empire, seeks to wipe out the leaders of the 
Rebellion during a series of one-on-one Teras Kasi 
tournaments. Somewhat confused, Luke, Han, Chewie and 
Leia agree to face Arden Lyn, the bounty hunter, Boba Fett, 
the Gamorrean Guard, Thok and Hoar (a character not 
previously encountered in the films) and thus provide the 
wafer-thin premise for yet another PlayStation fighter. 

Considering LucasArts’ core talent — producing the 
world's best graphic adventures - the decision to make 
Masters of Teras Kasi a beat 'em up will appear to some as 
brave, risky or, for the more cynical, a timely 'Star Wars' 
cash-in. Tony Hsieh, the associate project leader on 
Masters, and looks none too kindly on that opinion. 'Every 
"Star Wars" game that we make looks at a different part of 
that universe,' he argues, 'and each is demanded by the 
public, by the gamers. Masters of Teras Kasi is a beat 'em 
up, and we realise that there are already some good beat 
‘em ups out there, but we believe this has something 
unique to offer — the detail of the characters, the way that 
we draw hand-to-hand combat together with weapon combat 
and, of course, the special Force powers that may be used 
in the game. 

Masters' characters are incredibly detailed. Built from as 
many as 1,300 polygons each and motion-capture animated, 
they remain faithful to their movie counterparts in almost 
every detail. Much of the 'Star Wars' authenticity is the result 
of the variety and complexity of texture mapping, which far 
exceeds that seen in Namco's Tekken titles. The only fly in 
the ointment for Masters seems to be frame rate — at 30Hz, 
it jars against the smooth flow of Tekken and its sequel. 


Hsieh seems to recognise the problem. 


LucasArts mastered the Doom genre with its best-selling Dark Forces. The sequel, Jedi Knight, combines the 
graphical sophistication of Quake with fighting sequences more familiar to fans of PlayStation beat 'em ups 
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The quality of the in-game animation has to be seen to 
be believed, easily rivalling the cut scenes of many titles 


death of his father and prevent the Empire from harnessing 


the power of an ancient Jedi burial ground. 

The game's 5D engine is certainly a generational leap 
beyond Dark Forces. There are now three camera options, 
firstperson, over-the-shoulder and 'chase', while the sprites 
of the original have been replaced by detailed polygon 
models. Though the game runs without 3D acceleration, it 
does include a number of special effects, such as the now- 
obligatory dynamic light sourcing (yielding some suitably 
eerie corridors) and destructible transparent windows. The 
team responsible, lead by producer, Brett Tosti, has worked 
hard to ensure a balance between the multiplayer and 
singleplayer games. In oneplayer mode, the game is very 
much a plot-driven affair, with Kyle meeting characters, 
finding clues to his objectives and completing mini-missions 
for the Rebels, such as destroying power plants and shield 
systems, all the while picking up experience points which 
count towards the accumulation of Force powers. 

‘The Force powers aren't a gimmick,’ Tosti claims. ‘They 
play a pivotal role in both the singleplayer and multiplayer 
games. In singleplayer mode, your choice of powers will 
ultimately determine the outcome of the game, as you 
choose either the dark powers or the light. Obviously, if you 
repeatedly choose to develop dark powers, your character 
will move to the dark side, with all that that implies. In 
multiplayer, the powers allow for dark teams versus light, 
and for a wider variety of tactics.’ 

. . 

Having confidently moved into the territory of 
Quake, the 'Star Wars' franchise is seeking to conquer the 
lucrative strategy market, too. LucasArts is simultaneously 
working on Star Wars: Supremacy, an intergalactic wargame 
Somewhat surprisingly, the game won't be a Command & 
Conquer clone - instead, Supremacy eschews the whistles 
and bells of that particular genre in favour of a far more 
hard-nosed Star Control-style game more akin to a complex 
tabletop wargame than anything Westwood might conceive. 

Originally entitled Rebellion (possible problems with 
Rebellion Software prompted a change), Supremacy plays 


very much like a card trading game, with characters such as 
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Not all of The Curse of Monkey Island's gameplay is point-and-click. This canon subgame 
is great fun, providing a welcome change of pace and more than a few gag opportunities 


The point seems to be that Lucas is concentrating hard 
on recreating the feel and look of the 'Star Wars' universe as 
closely as possible. The arenas are divided equally between 
Rebel and Empire bases, including Endor, Cloud City and the 
Death Star. Sacrificing detail is out of the question — much 
of the attraction of Masters is that it allows the player to 
fight as one of the heroes from the film — gamers finally 
getting to wield a lightsabre and re-enact some of the classic 
battle scenes from the movies. Lacking the fluidity of 
Tekken, the version Edge played resembles a ‘Star Wars'- 
themed Toshinden, with each character wielding a weapon 
and special Force moves. It remains to be seen whether 
LucasArts can move into the fighting genre as convincingly 
as it did the firstperson shoot 'em up with Dark Forces. As 
with all the Star Wars titles, though, if Masters of Teras Kasi 
is about anything, it's about fandom and nostalgia, 
something that will more or less ensure its success. 

. 
Success is already pretty much guaranteed for Jedi 
Knight, the long-awaited and much-hyped sequel to 1995's 
Dark Forces. The title was originally showcased at last year's 
E3 in Los Angeles, behind closed doors. Originally powered 
by Rendition's Verite chip, the final, D3D 3Dfx version is 
now nearing completion. Since Dark Forces, the genre has 
moved on, with the likes of Duke Nukem providing the 
gameplay benchmark and Quake setting the 3D standard. 
Accordingly, Lucas is digging deep to offer the player 
something more than just another firstperson shoot 'em up, 
adding a multiplayer deathmatch facility, a basic level of 
character interaction, a stronger plot and 'magic' in the form 
of 'Force powers'. Once again, the player assumes the role 


of Jedi B-lister Kyle Katarn, who sets out to avenge the 


No Star Wars game would be 
complete without Luke and co 
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Fans of the original Monkey Island will find much to love in this third instalment. The humour, quality of the art and involving gameplay that made the 
original such a classic have not been forgotten. Jonathan Ackley, associate project leader, believes it will bring gamers back to the adventure genre 


people are burned out on Myst clones and the like and they 
just haven't seen anything new for a while.' 

From what Edge has seen of the near-complete Monkey 
5, there's a great deal of innovation on show. The animation 
is of Full Throttle standard, but in SVGA, and the game is 
huge, with over 80 different locations to explore between 
two islands, 'Plunder and 'Blood'. Most of the encounters 
follow the familiar Lucas path, with branching puzzles and 
endless wisecracks, but Ackley and the Monkey team have 
added something less predictable, in the form of subgames. 
At one point, Threepwood gets his hands on a ship's 
cannon, where the view shifts from third to firstperson to 
pick off LeChuck's minions as they row for shore — a 'twitch' 
game in amongst the more usual point-and-click fare. 

Ihe Curse of Monkey Island is certainly offering 
something new in terms of its technology, but what fans of 
the original will be paying for in November will be 
something old, not new. They'll be paying for a humorous 
adventure with real depth; a game where the larger-than-life 
characters are as familiar as those in a nursery rhyme and 
where encounters with vicious ‘jungle chickens’ and the likes 
of Kenny ('the frog-like lemonade salesman') are considered 
business as usual. 

After a slightly shaky start to the year, LucasArts is on 


course once again. The company is dealing in nostalgia, in 


the kind of appealing and somehow still oddly Guvbrush Th d ti 
uybrus reepwood S antics 
rarely fail to raise a chuckle 


homespun kind of fun that rarely fails to strike a 


chord with the public — and the competition = alike. E 
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it may not be the most visually appealing title in the Star Wars line-up, but Supremacy will 
doubtless find a niche amongst those fans already tiring of PC Command & Conquer clones 


Han Solo, Princess Liea and Luke all acting as modifiers for 
battles and diplomatic missions. Players can take control of 
either the Empire or the Rebellion, and all space battles are 
resolved within a virtual cube, the various vessels placed like 
counters on a board. Traditionally, such titles usually find 
themselves relegated to the sidelines, their lack of visual 
flair proving difficult to sell to a PC userbase currently 
obsessed with 3D accelerators and the next Command & 
Conquer. No doubt Lucas will be betting that the loyal 
fanbase it has acquired with Dark Forces and X-Wing will 
want to complete their Star Wars collections or, at the very 


least, favour a change of pace. 


With all this 


studios, it's easy to forget the games that really made the 


'Star Wars' activity dominating the 


LucasArts name: point-and-click adventures. Although Sierra 
is largely credited with the first (King's Quest), it was Lucas 
that made the genre its own with the likes of Fate of Atlantis 
and the legendary Secret of Monkey Island. It's been four 
years since Guybrush Threepwood last cracked wise at the 
evil pirate, Le Chuck, and a lot's happened to the PC market, 
and to Lucas, in that time. After the heady success of Full 
Throttle, the company released the sombre and unappealing 
The Dig, which neither sold as well, nor garnered the same 
critical acclaim as its predecessors. Additionally, other 
softcos, such as Revolution, began to catch up and even 
surpass the Lucas standard — Broken Sword, with its SVGA 
cartoon-style graphics and intuitive interface, Issued a clear 
challenge to the Lucas domination, but its relatively poor 
performance in the high street prompted many to wonder if 
the genre itself was on the slide. 

The Curse of Monkey Island is the third Monkey title and 
is now just a month from completion. It marks a return to 
form following The Dig and will almost certainly set a new 
standard for the point-and-click adventure when released in 
November. Despite the recent indifference towards 
adventures, Jonathan Ackley, associate project leader on 
Monkey 3, still believes his game will prosper. 

'Computer games trends are cyclical. The example | like 
to quote is that of the RPG, which everyone thought was a 
dead genre, which was suddenly revived with Diablo. | don't 


think the fault lies with the genre, I just think that maybe 


THE NEW BREED OF COMBAT UNIVERSE. 


WHAT STARTED AS A PAPER-BASED, ROLE-PLAYING 


THE HEAVY GEAR™ UNIVERSE. PERPETUATED BY A 
WAR BETWEEN NORTHERN AND SOUTHERN LEAGUES. 
DEFINED BY A SUPERIOR WAR MACHINE, THE HEAVY 


GEAR. BROUGHT TO LIFE BY THE PRODUCERS OF THE 


#F1-SELLING, 3-8 COMBAT SIMULATOR OF ALL TIME sides hg apa egrin d 
š , GEAR WAR MACHINES, AS ELEVATED TO THE NEXT LEVEL PITTING THE NORTHERN AND 
WELL AS STRIDERS AND WITH DIRECT 3D SUPPORT. SOUTHERN LEAGUES AGAINST 
HEAVY GEAR. THE NEW COMBAT UNIVERSE. OTHER ARMOURED VEHICLES. EACH OTHER. 


SCREEN SHOTS FEATURE D5D © 1997 DREAM POD 9, INC. AND TARGET GAMES, AB. BASED ON THE HEAVY GEAR" UNIVERSE CREATED AND OWNED BY DREAM POD 9, INC. ACTIVISION IS A REGISTERED TRADEMARK OF ACTIVISION, INC. © 1997 ACTIVISION, INC 
ALL RIGHTS RESERVED. ALL OTHER TRADEMARKS AND TRADE NAMES ARE PROPERTIES OF THEIR RESPECTIVE OWNERS. 


, GAME IS ABOUT TO REACH EPIC PROPORTIONS. 
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I-WAR 


THE SPACE-BASED SHOOTOUT HAS BEEN A STAPLE COMPONENT OF GAMERS' DIETS EVER SINCE 
ELITE LOOMED LARGE IN THE EARLY '80s. THEY’ VE RARELY LOOKED THIS GOOD, HOWEVER... 


PRE 


game (above), /-War contains 
some stunning rendered 
sequences (main), which 
reveal Particle's expertise 


PRE 


Particle made the decision early on to avoid the kind of ham acting and poor video quality associated with 
I-War's closest rival, the Wing Commander series. Instead, ‘Babylon 5'-style renders illustrate the sci-fi plot 


The game's graphics, though 
unaccelerated, are fluid, even 
on a low-end Pentium. A 3Dfx Though much of the game involves space combat, /-War contains enough detail to immerse the player in the 
version is not on the cards ! deeper world of tactical displays, navigation and 'Star Trek'-inspired 3D schematics, all of which actually *work' 
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Spacecraft designs score highly for originality. The artists [Ut ERD E 


have worked hard to ensure a near-organic appearance 


Such is the quality of the 
in-game texturing that space 
stations such as this (above) 
differ little from their 
prerendered counterparts 
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Despite utilising Argonaut's much maligned 
BRender technology, /-War is visually impressive | 
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PlayStation 


ACTIVISION IS A REGISTERED TRADEMARK AND APOCALYPSE IS A TRADEMARK OF ACTIVISION, INC. 
© 1997 ACTIVISION, INC. LICENSED BY SONY COMPUTER ENTERTAINMENT AMERICA FOR USE WITH THE 
PLAYSTATION GAME CONSOLE. PLAYSTATION AND THE PLAYSTATION LOGOS ARE TRADEMARKS OF SONY 
COMPUTER ENTERTAINMENT, INC. ALL RIGHTS RESERVED. ALI. OTHER TRADEMARKS AND TRADE NAMES 
ARE THE PROPERTIES OF THEIR RESPECTIVE OWNERS, 
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While AM2 has long been the hottest departme 
development facility, attention has increasing 
Its jaw-dropping interpretation of 'The Lost Worlc 


0000281 
A 


-- 
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to be finished in time for the movie's 
Japanese release), exuded a relaxed 
atmosphere, in order to chat to two key 
members behind this amazing new 1 
well as checking out the departme 
new coin-ops, Le Mans and Top Skater. 

Mie Kumagai, the game's proc 


studied Philosophy and worked for r 


with theme park rides. She has since 
produced Gun Blade, Decathlete and Ra 
Chase 2, and is married to the main 
programmer of The Lost World. 

The project's director, Shinichi 
Ogasawara, has worked with Mie Kumagai 
on Rail Chase 2 and Gun Blade, and is the 
man responsible for game aspects such as its 


story, artistic content, and backgrounds. 


Edge: When did you start work on the game? 
Mie Kumagai: Discussions began in February el 2, so wo 


1996. | was working on Decathlete and Gun 


‘We started the 
project using 
Model 2... We 
knew the next 
board would be 
Model 3, but we 
didn't know 


what it could do’ 


The designers have made good use of the licence, ensuring players are kept on the edge of their seats as they 
put an end to the relentless attack of the game's many creatures. Few are as striking as the giant T-Rex (main) 
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hen it first appeared in cinemas 


around the world, 'Jurassic Park' 


stunned the movie-going public 
what computer technology could bring to 
ecial effects industry. The film's sequel 
is already out, of course, and while it couldn't 
have hoped to recreate the impact the 
had, it has nevertheless pushed the 
ries of CGI once more. 
rther proof of increasingly close 
ship between Hollywood and 
mes were needed, then Sega's first 
3 arcade shoot ‘em up is it. The Lost 
: Jurassic Park 2 is as representative of 
numental technological leap as 
Iberg's first dinosaur movie was. If ever 
re was a movie-licensed game capable of 
olding its own against its Hollywood 
counterpart in terms of visual stimulation and 
overall excitement, this must be it. 

Edge visited the offices of the game's 
creative team, AM3, which despite the 


pressures of deadlines (the coin-op was due 


a 
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different information such as sketches, shots 
of scenes and different illustrations. Then we 
created the textures from this material. The 
designers faced a huge challenge but 
succeeded in making the videogame not that 
different from the movie. 

Shinichi Ogasawara: Obviously, the 
programmers contributed a lot to the 
atmosphere. From a planning perspective, | 
think the level of suspense is good. 

Edge: How big is the development team ? 
MK: Because this was a Model 5 
development, the number has increased 
throughout the project. We needed some 
dinosaur designers, background designers and 
dinosaur motion designers. Each group was 
made up of a small number, though. 

Edge: Where did the staff come from? 

MK: Everybody came from within AM3. There 
is a total of 100 people in AM3 so we had 
plenty of staff to choose from within the 
department. Each member has been involved 


with a different kind of game; we chose the 
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Director Shinichi Ogasawara was 
responsible for much of the game 


Us م‎ 
woe 
‘We went to 
Universal 
Studios to look 
at the dinosaurs 
in the ‘Jurassic 
Park’ ride, and 
we also saw the 


film locations’ 


‘Jurassic Park’ ride. We also took a look at the 
filming location in Universal Studios, but we 
couldn't watch any of the filming. However, it 
proved very useful for us to see the monsters 
in rêal size 35 well as the film's backgrounds 
and We also interviewed different staff about 
the film. By the time we got back we had a 
good idea of the game's atmosphere. 

Edge: Is the game's plot like the movie? 
MK: No. Both main characters of the movie 
will appear in the videogame, and within the 
same time period, but in different situations. 
Edge: Have you seen the movie ? 

MK: No, not yet. The movie and game were 
made at the same time. But a certain time 
was fequired before we received the 
information — we didn't get it immediately. As 
a result, the game's graphics had to be 
changed several times in order to stick 

to the movie. That aspect was very hard... 
Edge: How did you succeed in recreating the 


film's atmosphere ? 


MK: During our trip to the US, we received 
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Dream Works? 


What is youf felationship with MCA’s 


MK: Our president has a good relationship 
with [Steven] Spielberg. Last February, When 
We started to consider 3 new project, thé first 
fumours about Spielberg's ‘Jurassic Park’ 
sequel started cifculating so our Rext project 
Was decided very easily, The project was 
given @ green light very quickly and easily. 
However, rather than just releasing a game 
based exactly on thé movie, Nakayamg*san 
suggested a dinosaur game in complete 
cooperation with Spielberg. But we preferred 
to base it On the ‘Lost World’ story - we felt it 
worked better in terms of immersing players 
within the game: 

Edge: How much cooperation was there 
between the two companies? 

MK: It was very difficult... After the first 
presentation in June last Was approved by our 
president, we started to prepare the dinosaur 
designs. In. September, we. went to Universal 


Studios to take a lookeat the dinosaurs in the 


The game's cabinet 
s e ups at the end 
of the game for a 
real cinematic feel 


> 


fficult for us to get them to 
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tions were very hard to 


y'. And the setting of the 


etween the dinosaurs and the 


as very difficult to get right. 


aurs very big and therefore easy to 


100t. For Virtua-Cop this is not a problem as 
you can Shoot at any time and enemies 
disappear. But for Jurassic Park 2 it was very 
difficult to design the dinosaurs attacking 
from different places and getting really close 
before being killed. From the moment they 
first appear to the moment they're killed 
there is an important lapse of time. This is in 
order to keep players interested. 

SO: The way of using dinosaurs in the game 
was very difficult. It was difficult to find a 
good balance in the way of inflicting damage. 
This had to be relatively realistic in order to 
create adequate tension for the player. The 
tension has to be present until the end. 
Edge: As a woman, have you tailored the 


game to attract women or a wider audience? 


Perhaps predictably, 
the T-Rex features 
heavily in the game, 


and is involve 


gruesomely amusing 


sequences (left) 


Edge: Was the ‘ons 


detail? 


e than a sir 


ve the game's le 


MK: We wanted to ma 


lat is why we 


into a lightgun game. Fur re, different 
y, we 

ain degree of freedom. 
Edge: Was it always going to be.a gun game? 
MK: Yes, the idea of a shooting game was 
there from the beginning. During the 
preproduction phase we thought about 
different genres — even a racing game. 


Everybody had lots of ideas but | wanted to 


make something that reflected the movie. The 


movie is frightening and focuses on the 


characters' panic. So, a lightgun game was the 


genre that best fitted this kind of movie. 
Edge: What was the hardest aspect of the 


game to achieve? 


polygons. Model 
2 can handle 
around 5,000 
polygons per 
frame; Model 3 


manages 15,600' 


Mie Kumagai, the producer, has worked 
with Ogasawara-san on previous titles 
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staff accordi 
project started, 
changes in the tea 
staff was a crucial asp 
development. We need 
a good sense of what the ga 
Edge: Did you use a standard 
MK: No, not really — we're using a seca 
generation Model 3 board... the original 
Model 3 specifications were not sufficient for 
us. In the near future, games are going to be 
released on improved Model 3 boards and 
when compared with Jurassic Park 2, people 
will argue we could have done more... We 
have to judge Jurassic Park 2 on the present 
Model 3 board. 

Edge: The T-Rex is particularly impressive. 
How many polygons is it made of? 

MK: Approximately 3,000 polygons. A Model 
2 board can display approximately 5,000 
polygons per frame, while Model 3 can 
display 15,000 polygons per frame. The 


Model 2 board used different numbers of 


M. Plus, 
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Park' at E3, b MK: en we show e game in this 


resent CdDimet, Mr Nakayame 


the difference manager asked p.dismiss its design, but | 
asked tem to try it before fter 
between them 


zed their minds 
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trying it they c 
immediately. | have been 
and The Lost Nakayama to send a finished cabinet to 

Spielberg. ! think they liked it very much 
World was big' 


Edge: Has Spielberg seen the game? 
MK: No, not yet. We still have to finish it. He 


AS ` 


In order to progress, players will have to cooperate throughout 
the game, occasionally even requiring them to free their 
partner from the jaws of the game's carnivorous beasts (main) 


Edge: Will there be.a Saturn conversion? 
MK: It would be very difficult — no console 
hardware could manage it. At E3, different 
console versions of ‘Jurassic Park'-based 
games were presented but compared with 
Ihe Lost World the differences were obviously 
big. Graphically, our version is close to the 
real movie. Furthermore, it would be difficult 
to recreate the atmosphere of our cabinet in 
a console game. 

Edge: Was the AM4 department responsible 
for the cabinet design? 

MK: Yes. We were shown different designs. 
At first we were very surprised by the cabinet 
- we felt it was too big and we couldn't see 
the point of that. But then we tried it and 
immediately liked it. We also tried the cabinet 
with Bio-Hazard — that was very frightening. 
Edge: How about the game's audio? What 
about the sound of the dinosaurs? 

MK: While in the US, we were given the 
sound from the movie's dinosaurs. But for our 


original dinosaur, our sound engineer created 


205010555 


4 CONTINUED AM: 


This game was 
targeted at a wide audience but | did not 
want to make It universally enjoyable, 
otherwise | would never have succeeded in 
making it compact. If | had followed women's 
tastes, the controls would have been simpler 
and the game would have a surprise-based 
scenario. | did not want to make such a 
simple game... The game was made with 
Ogasawara-san, and he had a lot of input. He 
had the idea to include a cooperation rating 
into the game. If players help each other, at 
the end of the game the rating will be high 
and this encourages communication between 
players during the shooting. ! thought it was a 
good idea, so we included it. 

Edge: Was The Lost World deemed a special 
project within Sega or did it have the same 
resources as most coin-ops? 

MK: It's a normal project. Model 5 project: 
are expensive, and its budget is within that. of 
a normal Model 5 game. However, budgets 


and staff are increasing progressively 


«4 MK: | don't want to lie 


AM. 


by the 24-hour endurance event held yearly 
in France, in which players will be able to 
choose one of six real GT-class racing cars 
from Ferrari, Porsche, McLaren, Mazda, 
Nissan, and Mercedes. 

The game introduces a new free-entry 
system, meaning the race will continue even 
when no one is playing, with participants 
allowed to enter the event at any time. The 
radar system used is similar to Daytona's, and 
points and extra time bonuses are awarded 
every time another car is overtaken. 

Naturally, night stages will play a major 
part and players will have to continue racing 
with only their headlights to guide them. 

Four views are available and an extra 
track will be included for players who 
successfully complete the standard race. 

Although screenshots of the game cannot 
possibly convey its fluidity and speed, Le 
Mans 24 1s currently promising to maintain 
the unparalleled quality associated A^ 


with Sega's past arcade racers. 


MK: Yes, just like if you were watching a real 


movie at the cinema 


While part of the AM3 department is putting 
the finishing touches to the ambitious 
dinosaur-based shoot 'em up, one of its other 
projects, Top Skater (see Arcadeview, E45), is 
also nearing completion. Aimed primarily at 
the US market, the game nevertheless 
continues to demonstrate AM5's desire to get 
the audience to become part of the gaming 
experience, by offering encouragement and 
praise to individuals playing the game. 

‘Currently, within the AM3 department the 
key word is still "communication",' explains 
Kenji Kanno, of the vast team's planning 
and direction section. 

'Rather than just create arcade machines, 
we wanted to get players to become 
immersed within [Top Skater's| atmosphere.’ 

AM3's other main project continues the 

_ department's obsession with racing games. 


Le Mans 24 is a Model 3 board title inspired 


Le Mans 24 is the latest AM3 
racing game. Players will be 
able to enter the race at any 
time, extending their time 
limit by overtaking other 
cars on the track. Top Skater 
(right) is AM3's other title. 
Kenji Kanno and Hisao 
Oguchi (far right) are behind 
the game's development 


'1 wanted to 


make a game 


like the old 


black-and-white 


movies, and 


include monsters 
like King Kong 


and Godzilla...’ 


original to cut 


many pa e we would 
he 


O: | wante 


ed a big 


make 3 game like the black- 


and-whi 


movies | watched when | was a 


-school student — things like ‘Fights of 
Golgoth with Nessie’. | wanted to include King 
Kong, Godzilla or some other monster from 
old Hollywood movies. | also wanted to 
feature bigger monsters, but these 
disappeared and we kept closer to the 
movie... [laughs]. 

Edge: Is it true that when a game finishes, 


the light inside the cabinet illuminates? 
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stable than anyone would once have thought. 


Tom Hall 


found lon Storm with John Romero and ex-Level 7 man 


' who recently left 3D Realms to co- 


Todd Porter, sees the rise of a new set of independent 
developers as a continuation of the movie industry 
parallel. ‘When movie cameras were invented, they 
were tools of the inventors, the technicians. Once the 
technology stabilised, then creative people got to take 
over and see what it could do. There have been similar 
waves, after the recent digital special effects wave, 
which we're still sort of in. We've seen the amazing 
effects in "Jurassic Park" and "Twister", but the 
characters are rather wooden. Once all the directors get 
used to this new power, then they can use it effectively 
and tell a powerful story with it. 

‘This is what we've gone through in the gaming 
industry. Now we have a lot of designers saying that 


< they, want.their,vision implemented, instead of being 7 


told what they're allowed to do by the people that write 
the engines. The technology has come of age, and the 
designers want to see what they can do with it. 
Designers are in the winter of their discontent, and now 
want to break free and be in a situation where their 
design can flourish. For some, it is just a lateral move. 
For others, it is a tremendously freeing process.’ 

This certainly appears to be the case with Mucky 


Foot, a team يله هوا‎ as a reaction to the pr pls pat. ب‎ 


employer نهم الاق‎ "When w 


there Uy ten people tere now there are about 
100,' says Mike Diskett. ‘It lost a lot of the friendly 
feeling, then the buyout by EA caused the atmosphere 


to change in that we're no longer helping to keep this 
small, friendly company alive. It wasn't as satisfying. 
Plus, we were finding that as long-term members of 
Bullfrog we were getting bese d from the 


games and spending more and mc pr sp eetings. 


We wanted to spend all our time cr hine 


Even Bullfrog head Peter Molyneux concedes 


that something went awry. ‘There was this huge 
bottleneck at the top and we couldn't all be chiefs, 
there had to be Indians. It meant that there was 
pressure for Bullfrog to expand, and one of the ways to 
do that was to be part of an organisation. When 
Electronic Arts came along and put their offer on the 
table it was really down to three offers. It seemed the 
right decision to make and | still believe that for 
Bullfrog it was the right decision, but I do regret it 
because Bullfrog definitely changed for me. It changed 
from a company that was one big family where 
everybody got on with everyone else, and where lots of 
people socialised together, to a place that was a lot 
more political. Theré was a lot more scrambling to 
climb up the ladder which meant that people tended to 
get a little more pissed off, and so for me I found it a 
very frustrating environment.' 

Spending more and more time travelling and in 


he videogames industry's gradual 
T transformation from back-bedroom hobby to 

multimillion-dollar business has often been 
likened to the evolution of the television and movie 
industries. Certainly the gradual acquisition of 
independents by gaming superpowers over the last few 
years seems to have followed a familiar pattern, the 
increasingly serious money involved ensuring that a 
more corporate climate has become the norm. Where 
once a lone programmer could expect a one-off fee of 
around £5,000 for a piece of code, advances of 
£500,000 for a single SKU are now commonplace, 
making it all but impossible for smaller teams to 
develop titles independently of a potentially restrictive 
publishing deal. A bias towards internal development 
has naturally followed, giving publishers not only total 
control over their product development, but also saving 
on expensive advance and royalty deals. 

And yet in the last 12 months alone, high-profile 
Doom and Quake designer John Romero has left his 
post at id, Sid Meier has opted to leave the security of 
MicroProse, and Wing Commander creator Chris 
Roberts has quit Origin to co-found Digital Anvil. N64 
developer Rare has recently lost key staff, and even 
leading UK development house Bullfrog has been hit by 
not only the departure of three company veterans but 
also company founder Peter Molyneux himself. It 
seems the structure of the software industry is far less 
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BULLFROG LIONHEAD 


Staff: Peter Molyneux 

Crowning achievements: The Populous 
series, Powermonger, Dungeon Keeper 
Leaving: Bullfrog 

Moving to: LionHead 


A brief history: Formed Bullfrog in 1987, creating 16bit shoot ‘em up Fusion the 
following year. It was the 1989 release of genre-defining Populous which really put 
Bullfrog and Molyneux on the map, a game style which has been explored and refined 
through a studied, conservative list of subsequent releases. Molyneux's new company 
includes Games Workshop man Steve Jackson among its number. Titles will be 
published by Electronic Arts. 

Reason for move: Unhappy with role as head of the company, Molyneux intends to 
continue the hands-on approach he returned to with the development of epochal PC 
strategy title, Dungeon Keeper. 
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meetings, it was a scathing email from Guy Simmons, 
now also at Mucky Foot, that turned Molyneux around. MICROPROSE FIREAXIS 
Staff: Sid Meier 

Crowning achievements: the Iva Pon 
series, Railroad Tycoon 

Leaving: MicroProse 

Moving to: Fireaxis 


‘That single event made me reali$e MwaS)actually doing 
something at Bullfrog that | wasn't particularly good at 
and didn't particularly enjoy. It made me realise that 
what ١ should be doing is designing and writing games, 
and it was at that point that | switched my attentions. 

'There were really two choices. The first was for me 
to say, Okay, l'm a program designer within Bullfrog and 
nothing else, full stop, or there was the choice of going 
off and setting up my own group doing exactly what | 
did with Bullfrog, and that was to attract people, really 
talented people, and take people that haven't got 
industry experience, and then grow a group up to a size 
which feels really comfortable.' 

The Mucky Foot crew, meanwhile, are using their 
experiences at Bullfrog to define their new working 


A brief history: Co-founded Microprose with Bill Stealey on the back of a bet that he could 
come up with a flight simulator better than one they had both played in an arcade. The 
following years have seen Meier remain in the development arena, rather than opting for a 
more corporate role, which makes his decision to leave that much more intriguing. 


environment. ‘We're going to try to keep as small as 
possible,' says Mike Diskett. 'We believe that you 
can create a world-class triple-A title with a handful 
of people, rather than 20 or even 40. And we've 


Reasons for move: Unknown. 


PlayStation rather than Nintendo's wonder machine. 
‘We simply wanted more creative control over the 
games we produced,’ says Eighth Wonder's Oliver 
Davies. ‘There were other reasons which helped, 


” i 
i 


contribute to our decision but ultimately the move _ 
was linked to a desire to be able to create the aba. 


games that we ourselves enjoy playing.’ 

Davies stresses that their experiences at Rare were 
mostly positive, but is keen to step out of the shadow 
of that employer and be recognised as a force in its 
own right. ‘I think that in terms of product, the 
difference between ourselves and many developers will 


found that more people always means less 
programming gets done.’ 

Diskett is enjoying the opportunity to work without 
the interruptions and constant meetings that blight so 
many larger teams, not to mention the politics involved. 
‘We're going for a democratic company. That's why 
we don't want to push one person as a figurehead of 
the company, like at suite er [spon 
feeling at Bullfrog.' | 

He does concede that hi may see echoes of 
Bullfrog's style in Mucky Foot's output, but given their 
involvement in those games it's inevitable that many of 
the design ideas and ways of working will remain with 
the team. That Bullfrog pedigree might come with a 
price, however. It's a real possibility that any publisher 
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‘THIS INDUSTRY is REALLY STILL IN ITS EARLY STAGES; THERE'S PLENTY OF SCOPE 
FOR PEOPLE TO CREATE NEW TRENDS RATHER THAN SIMPLY FOLLOW OLD ONES’ 


Oliver Davies, Eighth Wonder 


be reflected in the diversity of our games. Some 
companies have adopted the philosophy of simply 
repeating what sold well for them in the past; churning - 
out rehashes and updates of an old formula. And, while 
that's fine for some people, that's not a route we intend 
to head down. This industry is really still in its early 
stages; there's plenty of scope for people to create new 
trends rather than simply follow old ones." 

While the team's departure from Rare caused 
genuine shock in the close-knit UK programming 
community, such shifting of talent is commonplace in 
the US, where headhunting is rife and more than a 
couple of years at any one development house is 
increasingly becoming a rarity amongst programmers, 
artists and designers. Even the last couple of months 


which signs up Mucky Foot might put pressure on 
them to expand. 'We'll just completely and totally 
refuse,' states Diskett. 'Big wads of cash are always 
tempting, but we've seen that down that way lies 
madness. It descends into endless meetings about 
game design, and when you've 10 or 20 people 
putting their ideas in, these meetings last a whole 
day rather than 20 minutes.' 

Another potential supergroup to recently emerge in 
the UK is Eighth Wonder, formed by six ex-Rare 
employees. Having cut their teeth on acclaimed titles 
like Donkey Kong Country, Killer Instinct, and 
forthcoming N64 titles GoldenEye and Banjo-Kazooie, 
it's interesting to note that the company has inked a 
deal with Sony, choosing to code for the CD-based 
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smaller more creative development groups because 
they have less of a tendency to create the "me-too" 
products. Three or four years ago publishers were trying 
to gather up and create their own empires of masses of 
programmers seeing this as an opportunity to have 
more control over the product. | think during this time 
the industry became very stagnant and began doing the 
same thing over and over again. Smaller independent 
groups can regain creative control over their products 
and as I think we've already seen, with products like 
Doom and Warcraft Il, can really put out breakthrough, 
innovative games. 

There's little doubt that MicroProse will be hard hit 
by Meier's decision to found Fireaxis and jump into bed 
with Electronic Arts. The same publisher, of course, that 
Wing Commander creator Chris Roberts has broken 
away from. 

‘There are about 35 people here,’ says Roberts of 
Digital Anvil,.the development house he's set up with 
brother Erin, Crusader author Tony Zurovec, and 
filmmaker Robert Rodriguez. ‘| don't want to have 
300 people like we did at Origin — that's detrimental 
to the whole creative side. Origin definitely lost 
something when it got bigger. When you don't know 
half the people in the corridor, that's when you know 
you've got problems.' 

Roberts' departure from Origin is partly a reaction 
against the policy of putting up to 30 people on. a 
single project, thereby watering down the game's 
vision, but undoubtedly also a result of marketing 
pressures. ‘One of the problems | faced at EA was that | 
could get any amount of money for another Wing 
Commander, but not something new,’ he admits. 

He describes the typical catch-22 situation that so 
many large publishers have fallen into in recent years, 
where new and original projects just aren't on the 
agenda. 'With more money involved these days, a 
game's development budget ends up being based on 
expected sales. But unless it's a really familiar title, 
nobody can predict what it'll sell, and so aren't 
prepared to throw much money at it. And without 
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ORIGIN DIGITAL ANVIL 


Staff [from left in photograph]: Erin & Chris 
Roberts, Tony Zurovec 

Crowning achievements: Wing Commander 
series (Chris), Privateer 2: The Darkening 
(Erin), Crusader (Zurovek) 

Leaving: Origin 

Moving to: Digital Anvil 
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A brief history: The Roberts brothers started out writing software for Acorn's seminal BBC 
Micro in the UK before moving out to Origin in the US and hitting paydirt with Wing 
Commander. Erin returned to this country to produce the Wing Commander-esque Privateer 2: 
The Darkening, before joining his brother at the newly formed Anvil, along with Crusader 
creator Tony Zurovec. Digital Anvil have signed up with Microsoft. 

Reasons for move: Disillusioned with the structure and working ethics of large teams, and 


have seen Virgin USA high flyer Neil Young defect to 
Electronic Arts, while a whole band of Looking Glass 
employees have left to form their own technology-led 
games company, GameFX. Nevertheless, when both Sid 
Meier and Chris Roberts announced their departure 
from MicroProse and Origin, respectively, it was clear 
that the balance of power was shifting. Meier, who 
co-founded MicroProse in 1982, always shunned the 
corporate side of the company in favour of games 
development, working on hits such as Railroad Tycoon, 
Civilization, and Magic: The Gathering, and he's 
become comprehensively aware of the structure shift 
currently affecting the game-development sector. 

‘| think the pendulum is swinging back towards the 


THE ION BREW 


lon Storm's rapid formation and signing to publisher Eidos was indicative of the way a strong track record can make the 
formation of a new development team a far smoother affair. ‘John [Romero, left], Jerry, Tom and | met at John's house 
and discussed how we should proceed, says lon Storm's Todd Porter. ‘I built the business plan with the help of an 
investment banker and used my knowledge of the industry and the statistics on successful game development to insure 
we were in business three years out. Even though the number was greater than any of us guessed, the spreadsheets 


don't lie so we took them to about five or six publishers.” 


Yet some publishers were wary of lon’s desire to fund three projects simultaneously. Others, not surprisingly, just 
didn't have the funds necessary to sign the superstar team up. The deal they struck is rumoured to be worth some 
$10m, and protects the developer from loss of revenue based on discounted foreign sales. 

‘Eidos is an aggressive company, which had a good product out there [Tomb Raider] and had the dough to go through 
with the deal,’ says Tom Hall. ‘They saw the numbers and immediately sketched out what they could do,' adds Porter. 
‘Wwe have made it a practice not to talk about specifics, but suffice it to say that the deal was great for both parties...’ 


marketing-led project decisions. 
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0000 
n 
proper funding, you can't come up with a strong title. have control of my vision. Id was fine doing what they 
It's a sort of self-fulfilling prophecy.' boiled down to - a hot technology company with strong 
Consequently, Digital Anvil há$ hGoked dp with the gdaméplaytand just enough Gonténtto miake'it appealing. 
more open-minded Microsoft, with the intention of 3D Realms is starting to do what | wanted to do - just 
working on three five-man projects — Roberts' not in the way | wanted to do it. They're putting a lot of 
Freelancer, Tony Zurovec's Highway Knight, and Erin content in their games, but they are going for shock 
Roberts' Conquest (all working titles) — using only value rather than emotion, which is what | want. They 
staff that have more than five years' experience and at don't really want to innovate whole new untried areas 
least one hit title under their belt. 'The idea is to have of gameplay - | really do.' 
better people with more time to develop a title, rather Hall firmly believes in the theory that a single leader 
| than just throwing more people at a project,’ says will produce better results. 'It may sound high and 
| Roberts. 'You have to keep the teams small to have a mighty or self-important, but I'm the only one who has 
unity of vision.' the whole Anachronox [his curf€nt project at lon] 
Interestingly, Digital Anvil is also making attempts to universe in their head. | can tell.am artist instantly if 
replicate the creative, driven environment of small something fits in the universe, why it does, and where 
external development teams by offering profit-related it should go. A project.will get done faster and be so 


| ee — 


| ‘ONE OF THE PROBLEMS I FACED AT EA WAS THAT | COULD GET ANY AMOUNT OF 
MONEY FOR ANOTHER WING COMMANDER, BUT NOT SOMETHING NEW’ 


Chris.Roberts, Digital Anvil 


pay. ‘| want it to be a place where you've got a piece of 


the action, where you feel like you've got ownership,’ ——— ag A 3. ROSA E: 
states Roberts. | | pu : BULLFROG : — 
And then there's |... MUCKY FOOT 
: perhaps the biggest move of ۸ « A 
all, that of John Romero from id Software to — | "m AS Staff [from left: Fin McGechie, 
development supergroup lon Storm. ‘I thought about | "E DL ad. Mike Diskett, Guy Simmon 
the decision for a year before leaving and started a ! es ng achieve : 
talking to Tom Hall about starting a new company about | kett; Syn te, Them 
eight months before left," ‘says Romero. ‘Leaving after PU, M yndic e Wars; Gu 1 


finishing Quake was the right choice - leaving after 
finishing a hit game. | keep on good terms with the id 
guys and it was pretty easy because we've been friends 
for years.’ 

Much has been noted about Romero's frustration at 
having to design around a game engine that was 
constantly in flux with Quake, and he does admit that 
working with a finished technology (the Quake engine, 
ironically) at lon Storm eases the development strain 
'by magnitudes'. Yet surprisingly he describes the 
company structure as being just like that at id, at least 
in terms of day-to-day development — though adds that 
'because of our size we have to run a little more like a 
real company, have regularly scheduled meetings, and 
be more sensitive to many other employment issues. 
Positive-wise, | would have to say that id teaches focus. 
To do anything really great in life, you definitely must 
have a focus and stay that way.' 

He does, however, believe that the tightly focused A brief history: Three of the longer-serving members at Bullfrog, they pre-empted 
way of working at id left no room for any kind of a life Molyneux's decision to jump ship by several months. Working on a PlayStation title (followed 
outside of work. 'That is a very negative situation when by a PC conversion) due for completion mid-'8. Yet to sign toa publisher. ^ = 
you are an outgoing person, but you can get a lot Reasons for move: The trio grew disillusioned with the changing structure of Bullfrog, and 
accomplished if you live at work. It's not for me.' . yearned for a iier, more efficient and controllable working environment. The decision to 

lon Storm's Tom Hall is more direct. ‘| left id for ٠١ shelve Simmons’ Creation project also certainly contributed to the decision to leave. 
the same reason | left 3D Realms later — the inability to 
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for these departures. It's a cliché, certainly, but the idea 
that smaller developers and publishers are more willing 
to take risks than larger corporations does seem to be 
true. Ironic, given that it's the better-funded publishers 
that ought to be able to be more daring. Eighth 
Wonder's Oliver Davies agrees. ‘Large companies 
generally make their decisions about which type of 
game to develop based upon their expectations of sales 
for such a game. Thus, a company may churn out 
derivative platform games because past sales figures 
suggest that people want to buy exactly that. If a game 
is fun then, provided it is marketed correctly, it should 


‘IT’S ABOUT HAVING A SMALL GROUP or PEOPLE GOING TO THE PUB BRAINSTORMING 
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much more distinctive if there is one person guiding it.' 
Of course, one other reason to leave a large 
company is born simply from the way the whole 
company is run. lon Storm's Todd Porter: 'Personally, 
Jerry [also now at lon] and | left 7th Level because the 
people making decisions had no idea how to make 
great games. Believe it or not, | had to deal with things 
like bailing one of my programmers out of jail because 
the management insisted they be on my team. God 
knows how much time was lost because of bad 
decisions. With Dominion, | saw a trend and jumped on 
it, but when you have to spend four months convincing 


TOGETHER RATHER THAN SITTING IN A BOARDROOM ALL pay ARGUING’ 


sell. | think many small developers probably see things 
in much the same way; sales should be a reflection of 
the game rather than vice versa.' 

‘If you look at the companies that proliferate this 
industry you'll see a great number of owners that have 
forgotten or never knew what it is to make a fun game,’ 
says lon Storm's Todd Porter. 'They are all looking at 
formulas, as if this can somehow be a crystal ball to the 
future. They see Myst, Warcraft, Diablo or Quake and 
they think, Hey, if we do games like that then we too 
will be profitable.' 

Little wonder that independents such as David 
Braben's Frontier Developments are considering funding 
projects themselves until near completion, and only 
then looking for a publisher willing to bring the game 
to market. While such a working method should 
guarantee more originality, and purer (ie less 
influenced by marketing men) software, it's beyond 
the means of most development teams. Instead, the 
many new developers must struggle to find a publisher 
willing to brave the risks and costs associated with 
external development. 

Oliver Davies again: ‘I think that the industry is as 
equally able to support external development teams as 
it has been consistently able to support the larger 
developers. If the market expands then we'll see more 
and more external development teams, but, should the 
market contract, then small external development teams 
will probably feel the bite first. | think that what an 
external development team can offer over an internal 
team is heavily dependent upon the team in question.' 

As for the recent proliferation of new development 
houses, Davies sees it as part of a cycle, but also 
believes that there's a cumulative effect here. 'People 
see that it can be done and decide to have a go 
themselves which, in turn, inspires other people to 
make the leap.' 

So is this really the birth of a brave new era? '| hope 
so,’ says Chris Roberts. ‘I said four or five years ago 


Mike Diskett@Muck yok oot 


management that a game like Dominion is worth doing, 
the moment is lost.’ 

Porter perhaps sums up the appeal of the setting up 
a new, more streamlined development team when he 
says, At lon, | am management.’ 


Speaking to these 


figures, it's clear that the inability of employers to 


job-swapping industry 


retain a fresh, creativity led attitude is the prime reason 


RARE EIGHTH WONDER 


Staff [from left]: Steve Patrick, Oliver Norton, 
Jeff Stafford, Adrian Smith, Oliver Davies, 
Christopher Gage 

Crowning achievements: Donkey Kong Country 
1 & 2, Killer Instinct 

Leaving: Rare 

Moving to: Eighth Wonder 


A brief history: The three engineers, two artists and one game designer worked at high- 


quality Nintendo developer Rare, where they contributed to the acclaimed SNES hit Donkey 
Kong Country, both Killer Instinct games, and forthcoming N64 titles GoldenEye and Banjo- 
Kazooie. A deal with Sony has been struck to work on PlayStation software. 
Reasons for move: The restrictions of working on a cartridge-based format and the urge to 
step out of Rare's shadow. A desire to move away from formulaic sequels and concepts is 
also likely. 


THE GREAT ESCAPE 


THE DIGITAL DESPERADO 


In addition to Chris Roberts, brother Erin and fellow ex-Origin man Tony Zurovec, 
- Digital Anvil also boasts filmmaker Robert Rodriguez among its number. The director 
of ‘Desperado’ and ‘From Dusk Till Dawn’ may seem an unlikely candidate for 

. involvement in a development outfit, but he's actually known Chris Roberts for -NA 

. five years. ‘Some of the stuff ١ do has a film component, so 1 thought it woe 

. bad idea to have him on board as a company consultant - to have someone who | 

^ mari Baperience on that sid due us,’ expla Roberts. 5 3 
Z ^. ‘The idea is leve ) a movie of the game 

[ i properties. 


style of control interface, Freelancer is Saati in the rer) stages o of a two-and-a- 


half year development schedule. te e 

Reviving the Car Wars genre, Digital Anvil's Highway Knight: (another ARNEE title), 
is Crusader creator Tony Zurovec's baby. ‘It’s set 50 years in the future, where 
America has devolved and given rise to auto mercenaries,' reveals Chris. A journey 
from the East coast to the West, complete with the remnants of familiar landmarks, is 
promised by the team. 

It's Erin Roberts’ Conquest (again, a working name only) that'll provide Digital 
Anvil with its debut title. True 3D and a science-fiction scenario again figure, but with 
the player in control of a whole fleet rather than a single craft. Strong strategy 
elements will also figure in this unusual hybrid. ‘The pitch is that it'll look something 
like the end battle of "Return Of The Jedi",' enthuses Chris. 

Edge awaits a first glimpse of Digital Anvil's work with keen interest. 


From a publisher's point of view the likes of lon 
Storm, Lionhead, Mucky Foot and Eighth Wonder come 
with track records to die for, making it easier for them 
to bring more daring and non-market-led titles to 
gamers. All the teams featured here understand the 
need to balance strong leadership with team input; 


realise that bigger games don't necessarily require 


hordes of programmers artists and designers; and 
have the experience necessary to create truly creative 
games while still appeasing the ever-conservative 
marketing departments. 

But even for the teams boasting that magical 
combination of industry muscle and hard-gained 
knowledge, there's the ever-present danger that money, 
expansion and publisher pressure could see them 
become what they sought to get away from. In which 
case, John Romero's prediction that the cycle will 
continue to repeat will be proved right. At which point, ~ 
Edge will be there once again to examine the rise 
of the new breed. E 


ed designer - will produce more - 
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that the studio model was going to go away, and | think 
eventually it'll happen.' 

John Romero has a different Views ‘The récefit 
period of conglomeration in the industry has ! 
disillusioned some of the designers at the companies 
who were acquired. This leads to fragmentation and is a 
natural part of the overall cycle. The same thing will 
happen again, but not for a few years.' 

There does, however, seem to be a general 
consensus concerning the best environment for creating 
videogames. With even Chris Roberts, one of the 
highest-profile leaders of large teams, getting back to 
basics, the five-man team looks like becoming the norm 
again. 'You can turn a motorcycle around easier than a 
plane,' says Tom Hall with smile. 'You can have lots of 
artists, but the design team must be small to keep 
things under control, or the project will slow down 
under its own weight and bureaucracy.' 

'It's about having a small group of people going 
down the pub brainstorming together rather than sitting 
in a corporate boardroom all day arguing,' believes 
Mucky Foot's Mike Diskett. And it's hard to argue with 
the logic that they vision of a select, experienced few - 


r ا‎ results. G; Game ed by 


ny neni ‘Many - 


exin developm ent DM with their more efficient, 
and therefore. less expensive, development budgets, 
there is the danger that the rate at which new teams 


3 are appearing will simply saturate the market. 


Peter Molyneux is cautious about the aftereffects of 
the current climate. ‘| do start to wonder where all 
these games are going to go and who's going to publish 
them. Because | know of 20 new start-up development 
groups, all of which have the same ideas, all of which 
are saying exactly what I'm saying — which is that we're 
going to produce the best games, the most original 
games, the best technical games — and you just think, 
well, there were only a handful of successful games last 
year, for all these new groups to develop those it's 
going to be tough.' 

What this is likely to mean is that the countless 
small teams on both sides of the Atlantic will feel the 
squeeze most, as the new breed of high-profile 
independents bag the best deals and take the lion's 
share of publishers' external development budgets. The 
lesser-known teams will have to gain a strong 
reputation pretty fast, as newcomer VIS Interactive 
(currently working on Earthworm Jim 3D for Interplay - 
see E47) has done, or face a future handling 
conversion work in a bid to stay afloat. 
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Contact, Spawn, Sandra Bullock gets wet in Speed 2, we meet 
M*A*S*H*/The Player film god Robert Altman, and Rowan Atkinson 
pulls a funny face in the “eagerly awaited” Bean (the movie). 


It's all in Total Film 8. On sale Wednesday 30 July. 
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Catch a sneak peek of Ms Bullock's August blockbuster a month 
early on the second Connect CD, along with... The Simpsons, The 
X Files, Men In Black, Blur, The Verve, Goldie, Depeche Mode, 
Embrace, Pamela Anderson in Married With Children and six of 
the best from Massive Attack. Including their latest single. Nice! 
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GoldenEye 


Later levels see the introduction of 
heavier artillery such as grenade 
launchers (top). However, these are 
no match for the Soviet tank (above) 


bombs in Monte Carlo, infiltrating enemy installations, 
stealing secret weapons form Siberian army bases, 
disabling enemy satellite communication in Cuba, meeting 
up with old adversaries and, of course, saving the girl. 

For each mission, a number of objectives have to be 
successfully completed in order to progress (the exact 


‘number depending on the difficulty setting). To get out of 


each typically secret-agent-like jam, the intrepid hero can 
make use of one of the many different weapons at his 
disposal, as well as timeless 007 gadgets such as his 
watch laser or magnet. 

However, before jumping straight into action, it's 
worth noting the astounding array of options available. 
Almost every aspect of the game is adjustable - normal or 
widescreen aspect ratios can be selected, and numerous 
control configurations applied, including a Turok-like 
setting (handy for those familiar with Acclaim's title) and a 
dual analogue control which requires players to hold a 
joypad in each hand - one controlling Bond's movements, 
the other in charge of aiming duties. Though this isn't the 
most intuitive option available, it'S worth persevering 
with as it offers certain advantages over the single- 
controller system. 

At the beginning of a level, the player starts off with 
Bond's trusty Walther PPK, but shooting soldiers and 
collecting their weapons soon provides access to more 
powerful artillery, such as machine guns, grenade 
launchers, mines, and shotguns. Furthermore - and 
unusually for this type of game - Rare has included a 
couple of features which would not be expected from a 
movie licence, orie of which is the ability to hold a gun in 
each hand - an essential survival technique in some of 
the later levels. Running down one of the corridors in the 
Siberian computer base with two Russian Klobb sub- 
machine guns spraying enemy guards with bullets is one 
of the game's many supremely satisfying moments. 


ilm licences have traditionally been rather 
F disappointing affairs, so much so that the term 

itself is now often used as a euphemism for 
poor-quality software. External pressures such as the 
desire to set the release date in order that it coincides 
with the hype surrounding the film's own release has 
resulted in substandard software appearing on the 
shelves, the publishers responsible well aware that the 
name alone will sell enough copies to bring in more 
money than was spent developing it. 

Given that Rare's GoldenEye is appearing almost a 
year and a half after the release of the movie which 
provided its inspiration, it can hardly be considered a 
conventional example of the genre. However, cynics will 
no doubt argue that Nintendo's hope is that the game will 
ride on the publicity wave accompanying Bond's 
forthcoming adventure, ‘Tomorrow Never Dies’. True, the 
timing is unlikely to give Nintendo sleepless nights, but 
the brutal reality is that quality software takes time to 
produce, and GoldenEye is just as much a slave to that 
harsh fact as any other release. 

Plugging the cart in immediately dispels any fear that 
the title will follow in the steps of previous film 
adaptations. After the mock-up BBFC certification (which 
gives the game a '4' certificate for fourplayer action) and 
the rotating stainless steel Nintendo logo, the instantly 
recognisable Bond theme issues forth as the opening 
credits introduce the cast, and somehow it is clear that 
this is going to be something special. 

GoldenEye's 18 missions follow the plot of the film 
closely, with a certain amount of artistic licence employed 
in certain sections to ensure that this firstperson shoot 
'em up contains even more action than its filmic 
counterpart. As a result, the game's scenarios are as 
diverse as could be expected from any Bond adventure, 
seeing 007 bungee-jumping from a Russian dam, defusing 


| 


One of the ee most impressive 
and original features is the ability 
to zoom in on targets when sniping 


The multiplayer option may lack the 
oneplayer game's graphical detail, 
but playability remains fantastic 


SOME ROLL ALONG 
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The 18 standard levels offer a diversity of scenery, from snowbound sections (left) to more conventional scenes 
(right). Such variation within the limitations of a 96Mbit cartridge is ample testament to Rare's design skills 


In addition, enemy soldiers are particularly intelligent, 
moving swiftly into any area where they sense gunfire 
action is afoot. Stealth is therefore advisable in order to 
keep a low profile, which means that security cameras 
should be destroyed before they set off an alarm, 
something üsually closely followed by an entire platoon of 
guards intent on putting a stop to Bond's antics. 

The soldiers also react differently - some roll along 
the ground while continuing to shoot; others crouch or 
come running towards their target. Edge was particularly 


ENEMY SOLDIERS REACT DIFFERENTLY - 


THE GROUND WHILE CONTINUING TO SHOOT; OTHERS 
CROUCH OR COME RUNNING TOWARDS THEIR TARGET 


> 


All of the enemy soldiers are realistically texture mapped and motion captured and react 
differently depending on where they're shot and the weapon used to terminate their existence 


intrigued by the actions of one guard who suddenly 
decided to stop firing. It was only when it transpired that 
he was getting ready to throw a grenade that a panic- 
stricken attempt to get far enough away from the deadly 
object ensued. 

Even on the easy 'Agent' setting, the game's many 


The game's other novel twist is the ability to zoom in 
on potential targets when using the sniper rifle (one of the 
first weapons available), which allows the player to 
neutralise opponents quietly and efficiently from 
hundreds of metres away. This feature is particularly 
impressive when it is used to take out the soldiers 
patrolling the guard towers on the dam at the end of the 
first mission, their utter helplessness underlining the 
beauty of such a form of attack. 

However, what stands out most about GoldenEye is 
the depth of its atmosphere. The realistic setting, 
remarkably well-animated characters and interactive 
backgrounds combine to create a genuine sense of 'being 
there' which is rarely experienced in a videogame. Bullet 
holes pepper walls after frantic battle scenes, lights can 
be shot out, shrapnel breaks nearby windows, smoke 
lingers momentarily after explosions, hats can be shot off 
enemies' heads, and characters react differently 
depending on where they're hit - shoot them in the head, 
for example, and they go down immediately, but more 
sadistic players can inflict harm on limbs several times 
before the injuries prove fatal. 
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GoldenEye's scenery is extremely complex as well as being realistically detailed, "ia, | نيس‎ iy the sense of 


appen in realtime 


After choosing a game type, players have to select a 
character from an impressive list featuring not only all of 
the individuals featured in 'GoldenEye' but some infamous 
Bond adversaries such as Jaws and Oddjob. Players can 
also form teams so that two players take on the other 
two, or individuals in a confident mood can take on three 
players singlehandedly. 

Further reinforcing Rare's reputation as the strongest 
independent N64 developer, GoldenEye slips the player 
into James Bond's hand-stitched leather shoes but 
fortunately discards with the tedium of those seemingly 
interminable MI6 lectures. It'S a game sure to leave E d 
players shaken and most definitely stirred. 


Edge rating: 
Nine out of ten 


truly existing within this world. Even the intro sequences which precede each mission 


« stages should keep most players occupied for a 


substantial amount of time, and completing the game in 
the hardest difficulty level reveals two extra scenarios. 
Further bonuses include extra weapons such as a 
Magnum, which can shoot through doors and - if the 
player can successfully line them up - will go through four 
soldiers before it runs out of steam. 

AS if all of this wasn't enough, Rare has included a 
hugely addictive multiplayer option to tempt two, three or 
four players away from the main game. There are five 
scenarios here, ranging from a straightforward 
deathmatch to scenes inspired by films such as 'You Only 
Live Twice', where players have only two lives; 'The Man 
With the Golden Gun', in which one hit from eponymous 
weapon proves instantly fatal' and 'The Living Daylights', 
essentially a flag tag game. 


The variety offered by the 18 missions sees prospective secret agents undertaking missions set in underground 
Russian missile bases (left) and Siberia, neutralising satellite links (right), realised with extraordinary graphics 


Publisher: Nintendo 
Developer: Rare Price: TBA Release: July (Jap)/August (US) 


Format: Nintendo 64 
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The scenery is totally interactive - 
just about To that could be 
e 


shot in real life can be shot here 


Bond's watch doubles as the option 
screen (top) and as a useful gadget | 
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Time Crisis 


Namco's spot-on arcade conversion is an exuberent celebration of on-rails shoot 'em 
up mayhem. Predictably, the screen is constantly awash with bullet-fodder baddies 


Crisis, then, pin-point accuracy and target identification 
are not quite as important as sheer, instinctive speed. 

Aside from these subtle yet fundamental differences, 
Time Crisis is pretty much gun-game business as usual. 
Enemies fly out from doorways, from behind barrels, from 
parked cars, from under counters, and the player plugs 
away at them, taking care to exterminate the ones 
carrying rocket launchers and grenades first. Behind it all 
there's a familiar plot (in this case, girl gets kidnapped by 
criminal syndicate, boy infiltrates criminal syndicate, boy 
gets girl), and there are even a few great end-of-level 
bosses for good measure. 

That's not to say that Time Crisis is mundane - far 
from it. It'S like a Hollywood action blockbuster - you 
know exactly what to expect and the experience is likely 
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ust when it looked like the on-rails shoot 'em up 


J might be about to be consigned to history, Sega 
announced its House of the Dead coin-op and 
the genre suddenly became hot news again. This situation 
is bound to be accentuated by the release of Time Crisis. 
But can the game compete in an arena previously 
dominated by one name: Virtua Cop? 

There are, of course, a number of elements that 
differentiate Time Crisis from the seminal AM2 series. 
Most obviously, here the player can take cover behind 
various objects and so is not constantly in the line of fire. 
In fact, the only way to get out of cover is to keep the red 
action button near the end of the gun barrel pressed 
down, which means the player is always in the thick of 
things but rests and reloads in a safe position. This can be 
reversed in the option screen so the button has to be 
pressed in order to take cover. 

This system is definitely preferable and more realistic 
to the one used in Virtua Cop, in that it allows the player 
brief respites during which he can pause to consider the 
carnage without escaping the action for too long (each 
section has to be completed within a very strict time 
limit). It also means that the gun can be trained at a point 
on the screen while reloading takes place (as opposed to 
the Virtua Cop approach where you had to shoot below 
the screen to reload), thus cutting down on the 
microseconds of disorientation that occur when attention 
is taken away from the screen. 

Unfortunately, though, some of the intricacies that 
AM2 introduced to the genre are lost here. There are no 
guileless civilians running about the place trying to get 
shot, which removes an entire level of skill and 
coordination from the proceedings - as does the lack of 
such nuances as 'mercy shots' and 'legal shots'. In Time 


Enemy troops often take cover 
behind metal shields, making it 
more difficult to shoot them 


Attack can come from 
above or below, 
heightening the 3D feel 


The player's route through the Hotel 
(above) is governed by his skill 
with the excellent Guncon (top) 
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made up of several areas). The first is a straight port of 
the arcade experience, but the second presents an 
entirely new hotel complex for PlayStation owners to 
bulldoze through. Each stage is chock-full of detail, and 
every possible combat set-piece is explored - in just one 
room, enemies burst out from behind paintings, abseil 
from the roof and then lurk in the darkness of an 
interconnecting chamber, lit up only by the flash of 
gunfire. Elsewhere, the on-screen character dives through 
an air vent into a warehouse full of ninjas, battles it out up 
Staircases and through corridors, crashes over walls into 
gardens full of machine gun-toting crooks, ducks behind a 
grand piano in the hotel ballroom, and gets embroiled in 
dozens of other outlandish situations. Interestingly, the 
locations make full use of depth and perspective - 
baddies often appear on warehouse floors way below the 
player or on overhead walkways in the far distance - so 
there is always a sense that three dimensions are 
involved, despite the simple point-and-shoot gameplay. 

And, of course, there are a number of places where 
the quality of the player’s performance dictates where the 
on-screen character heads next, providing the motivation 
to try again even if the arcade version has previously 
been attempted or the PlayStation version completed. 

Essentially, Time Crisis is a videogame symphony of 
destruction, building crescendos of violence onto each 
action-packed scenario. Each time you think you've seen 
the most breathtaking set-piece, another tops it for sheer 
gun-toting thrills. Despite its simplicity and lack of depth, 
this game - especially if played in front of a huge TV 
screen with surround sound - is at least equal to E 
AM?'s efforts. A definitive arcade experience. 


Edge rating: 
Eight out of ten 
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Visual diversity is one of the game's key strengths. 
Towers, arcades and penthouse suites all crop up 


to be about as deep as a Spice Girls lyric, but it works 
anyway. Nothing quite compares with the visceral thrill 
of accurately taking out enemies one by one as they 
charge, roll and jump across the screen - especially as 
their bodies twitch, shudder and spin with every bullet 
that hits them. The sense of excitement is heightened by 
the range of baddies, as well as the arsenal of weapons 
they have at their disposal - machine guns, knives, 
grenades and claws all come into play, forcing the 
player to keep a sharp eye on every inch of the screen 
in order to spot the most deadly attack before it happens. 
The result is an exhilarating celebration of raw, 
videogame action. 

In terms of visuals, as well as gameplay, this is a first- 
class conversion. There are two standard stages (each 


A shoot ‘em up wouldn't be complete without bosses, and Time Crisis has plenty, including (from left) claw-toting ninjas, a knife-throwing ginger-haired 
henchman, an insect-like armoured car and a character named "Web Spinner', who could easily be mistaken for Keith out of The Prodigy in a gas mask 


Format: PlayStation Publisher: Namco 
Developer: In-house Price: Y7,800 (£45) Release: Out now (Japan) 
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X-COM: Apocalypse 


As with the previous X-COM games, , Apocalypse i is split in into two sections. Above is the Cityscape, where 


mission section (left), agents fight the aliens at c close-quarters 


by 40 years, to a time when another alien menace faced 
the Earth. Although appreciated by many aficionados of 
the original game, Terror From The Deep suffered from 
the fact that it was based on exactly the same game 
engine as Enemy Unknown. It was also very, very tough to 
complete, which hardly helped matters. 

Now MicroProse and Mythos Games have returned 
with a third instalment of the X-COM saga, featuring a 
completely new game engine and yet another alien 
threat. The result is one of the best strategy games ever 
seen on the PC. 

X-COM: Apocalypse is set another four decades or so 
on from Terror From The Deep, in the year 2084. The 
Earth's environment, already reeling from the damage 
inflicted on it throughout the 20th century, has all but 
collapsed in the wake of the second alien invasion, 
leaving much of the planet uninhabitable. However, 


players decide their strategies. In the tactica 


icroProse's UFO: Enemy Unknown (released as 
M X-COM: Enemy Unknown in the US) was one of 

those games that pops up, seemingly out of 
nowhere, and almost overnight becomes a classic. Set at 
the turn of the century during a wave of UFO sightings, its 
plot centred on a top-secret multinational organisation 
called 'X-COM'. As the overall commander of this group, it 
was your job to investigate the UFOs and protect the 
Earth from any threat they posed. 

Although it could hardly be described as visually 
stunning, Enemy Unknown was a triumph of gameplay 
over gloss, skilfully combining strategy and tactical 
combat into a seamless, remarkably addictive whole, and 
it quickly became a huge seller. 

Of course, few successful games go without a sequel, 
and Enemy Unknown was no exception. The result was 
X-COM: Terror From The Deep, which advanced the story 
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Before each tactical mission agents 
can be split into squads, which can 
then be controlled as a single unit 


Like its predecessor, taeda 
online UFOpedia contains details of 
equipment and weapons available 


Although initially the aliens are relatively cautious, their onslaughts become more vicious and 
deadly as the game progresses. Keeping pace with their changing strategies is absolutely crucial 
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Apocalypse features a vast array of equipment. Initially pn have access to the technology captured in the 
previous invasions, but as the game progresses it's possible to use the new aliens' technology against them | 


realtime over turn-based systems without sacrificing any 
tactical detail. 

But this is far from the only addition to the game. 
There's not a single aspect of the original that hasn't been 
expanded, tweaked, and added to in numerous ways. 
Combine this with the new realtime system, the incredible 
depth and scope of the gameplay, a whole range of new 
ideas and the same core appeal as the previous titles, and 
the result is a strategic masterpiece. 

X-COM: Apocalypse is an absolutely essential 
purchase for anyone who played and enjoyed either of 
the previous games. Equally importantly, it is just as 
highly recommended for newcomers to the series. E 
A landmark strategy title, then. 


Edge rating: 
Nine out of ten 


technology has made huge leaps forward as a result of 
the two alien wars, allowing humanity to colonise the 
stars. A lone outpost is left on Earth in the form of a vast 
city called Mega-Primus. 

As the game begins, though, inexplicable dimensional 
rifts have started to appear in the Mega-Primus 
megalopolis, through which strange new UFOS are 
appearing. The city government has increased funding to 
X-COM, and once again it's up to the player, as the 
organisation's commander, to discover exactly what 
these new aliens' intentions are and thwart them. 

Like the previous X-COM games, Apocalypse is in fact 
two games in one, interlinked so that success in one is 
transferred to the other. The first is the Cityscape, which 
forms the strategic backbone of the game. Here the 
player builds and develop X-COM, hiring new staff, 
training agents and equipping vehicles, constructing and 
expanding X-COM's bases around the city, researching 
and manufacturing new technology, and attempting to 
protect the city from UFO incursions. 

When the player shoots down a UFO, uncovers alien 
infiltrators or is alerted to the presence of aliens 
somewhere in the city, agents can be sent in, at which 
point the action switches to the second game, a tactical 
combat simulation in which troops are controlled in their 
efforts to kill or capture the invaders. Success allows the 
recovery of aliens (dead or alive), together with their 
weapons and equipment. Then, when the player returns 
to the Cityscape, scientists can be put to work 
researching them and their technology. Through this 
process the player gradually comes to learn more about 


the aliens, which in turn leads to the discovery of a means 


to stop them and makes it possible to start turning their 
advanced technology against them. 

X-COM: Apocalypse is effectively a blueprint for 
creating a great follow-up to a successful game. First, the 
designers have clearly identified the key elements that 
gave the original title and its first sequel their huge 
appeal. On top of this basic framework they have 
constructed a new game engine from the ground up, 


which has allowed them to expand almost every aspect of 


the game and incorporate dozens of new ideas. 
Perhaps the single biggest change lies in the tactical 

combat sections, which can now be played in either a 

turn-based mode, similar to the original games, or in 


realtime. It would not be an overstatement to say that this 


new realtime system is one of the best tactical combat 
games ever designed, offering all the advantages of 
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Yuke Yuke Trouble Makers 


Regardless of this, what the game lacks in sheer 
polygon-pushing it makes up for in imagination. What 
initially seems like limited gameplay soon opens out into 
an engrossing experience as the Treasure team explores 
countless original variations on the platform game theme. 
In fact, almost every stage offers a new challenge to the 
player, and many require both manual dexterity and 
puzzle-solving skills. 

Yuke Yuke Trouble Makers may not go down in history 
as a classic N64 game - it wouldn't look out of place on 
the Saturn, for example, minus some of its more 
extravagant graphical fancies - but it goes a great 
distance in proving that a heavy polygon count does not 
necessarily make for an enjoyable game. Certainly, as an 
infuriating reminder of how gameplay used to be before 
complex 3D polygon worlds became compulsory E 
(whatever the cost to gameplay), look no further. 


Edge rating: 


Eight out of ten 


The sheer variety of per twists is bewildering. The game is due to hit the west under the moniker 
heaven knows how its unique Japanese individuality will be received 


The crux of gameplay requires players to grab all manner of e agas including the head of this 
bizarre giant block robot (above). The N64 gets a more thorough workout elsewhere (top right) b. 


here is a definite retro feel to this game which 
[ initially sits uneasily with its status as a 
dedicated N64 title. While obviously the 


predominantly 2D graphics are a reminder of a bygone 
age, it’s the totally surreal gameplay, weird characters 
and inane muzak that truly takes the player back to the 
likes classic 16bit titles such as Geomon and Yoshi's 
Island. This is platform action as it used to be, with timed- 
to-perfection jumps, collectable power-ups and bosses 
whose weak points require patience to expose. With 
these elements come demands for old skills such as pin- 
point accuracy and resilience in the face of seemingly 
unjumpable jumps and unbeatable end-of-level bosses. 

Treasure has hardly ignored the Nó64's abilities, either. 
The controls, for example, make use of just about every 
button on the 'pad, with elaborate grab, jump and multi- 
directional boost actions all needing to be mastered if 
progress is to be made. There are also numerous 3D 
background and boss effects to remind the player that 
64bit technology is being put to work here. 


of Mischief Makers, althoug 


1 Format: Nintendo 64 Publisher: Enix 
Developer: Treasure Price: ¥7,800 (£45) Release: Out now (Japan) 
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TESTSCREEN 


Atlantis 


The graphics system works ve 
well, creating excellent atmosphere 


The cuts between gameplay and 
prerendered scenes are so smooth 
that PC novices might not notice 


ple, finding 
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There's not a great deal of combat in Atlantis - the gameplay is more concerned with talking to 


clues, and so on - but when fights do occur, the graphics are just as impressive as in the remainder of the game 


queen and the player's efforts to discover her fate. The 
result is what Cryo must have yearned to achieve for a 
long while - a playable, atmospheric, and fairly engaging 
adventure game with a state-of-the-art prerendered 
graphics system. 

Atlantis is not without significant problems, though. Its 
plot is fairly linear, carrying the player along with the story 
and denying much freedom for long periods. Even when a 
crucial decision or puzzle is reached, failure normally 
results in a 'Game Over' message and the action restarts 
a scene or so before the critical moment. While this does 
mean that players won't get halfway through the game 
only to reajise that they missed something vital at the 
very start, it also tends to make the 'correct' choice fairly 
obvious in many cases. 

The end result, then, is a rather gentle adventure 
game that plays something like a less puzzling but better 
looking - and, significantly, more believable - take on the 
concept kicked off by Myst. 

For players hankering after something a little less 
frantic than the typical 1997 PC release - and who can 
muster the patience to enjoy the game's relaxed 
atmosphere - Atlantis will provide many hours of 
enjoyment. It's certainly not a game suited to all E 
tastes, but it successfully achieves its aims. 

Six out of ten 


Edge rating: 


nfortunately, while visually glorious, Cryo's 
U previous graphical adventure efforts (Dragon 

Lore and its sequel, and Lost Eden) all fell down 
rather disappointingly on the gameplay front. Despite this, 
apart from a couple of stabs at the racing game genre 
with Megarace 1 and 2, Cryo has stuck with the adventure 
format through thick and thin, and its latest title, Atlantis, 
is no exception. 

The game is set in the heyday of the mythical land of 
the title, and casts the player as Seth, a new member of 
the Queen's Companions, an elite group dedicated to 
serving and protecting the queen of the island. 

AS With all of Cryo's adventure games, Atlantis's 
graphics are immediately striking. This time, though, the 
designers have outdone themselves. The rendered intro 
sequence that depicts the player's arrival at the Royal 
Palace flows seamlessly into the rendered 3D 
environment of the game itself, and, unlike the confines 
of Myst, when standing still in an Atlantis location the 
player can move the mouse around to pan over the 
territory, adding a level of believability to the proceedings. 

When a gold arrow appears in the centre of the 
screen, the player can click to move in that direction, 
cueing another excellent rendered sequence which 
ushers in the next location. 

Fortunately, all this visual splendour is backed up by a 
pleasantly simple interface that takes seconds to pick up, 
and an interesting plot involving the disappearance of the 


; Format: PC Publisher: Electronic Arts 


: Developer: Cryo Interactive Release: Out now 
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Ballblazer Champions 
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Ballblazer's twoplayer option is often frenzied, 
aggressive and fun, but interest wanes quickly 


plasmorb around from a distance - a tactic which adds a 
whole new layer of skill to the proceedings. In addition, 
the chance to earn rotofoil improvements at the end O 
each match provides the motivation to Keep ploug iia 
through the rounds in order to gain more points 

There are several problems, though. The ramps 
bridges and slopes which now crowd most of the arenas 
can prove irritating, detracting from the sheer inea of 
swishing about the vast open spaces of the original v 
only the opponent to focus on. The garish hi-res visuals 
are also distracting, with bouts of prolonged play 
sometimes leading to nausea as the various Icons, shapes 
and messages blur past. While Wipeout's colour-sodden 
visuals were workable, here, in a fast-moving 


multidirectional environment, they can prove repulsive. 
The arenas in Ballblazer Champions are awash Beneath the surface, though, the fundamental 
with neon icons, lights and colours, which often addictiveness of the original title remains. The inherent 
makes it tough to see the goals, let alone hit them speed and aggression of the gameplay are enough to get 
most gamers hooked for a while, and some will no doubt 


find themselves playing through the entire or PEYE 


he futuristic sport sim has, In its entire history, tournament to discover new arenas and tougher 
thrown up a mere handful of memorable titles. competitors. However, this is definitely an acquired taste 
The classic 16bit Speedball series qualifies for and although anyone who played the first Ballblazer wil 
inclusion, the Wipeout series another, while Ballblazer, acquire it relatively easily, others will be left dizzied by t 
from the far-off 8bit days, is also fondly remembered. visuals, confused by the over-designed arenas and 
The concept behind the ateina title was simplicity wondering what all the fuss could have been about = 
itself. Two players, installed in vehicles called ‘rotofoils’, in the first place 
rushed around an arena chasing a plasmorb (a kind of . 
glowing football). When one craft got close, the ball was Edge rating: 
magnetically drawn to it, and the player had to then 5 Six out of ten 
charge toward his opponent's goal and attempt to score. 
774 ITTIA 3 nstead of tackling, his rival simply approached him and 
PURUER ONE 77 —e fy PERVER pressed the fire button to dislodge the ball from its 
aw \ j 
mer i magnetic grip and put it sar into play. Despite the 
: imitations of the gameplay, the game was a lot of fun - 
wr e C xe 
significantly so in the twoplayer splitscreen mode. 


- POWER 3 


Ballblazer Champions retains this basic format but 
weapons, different types of arena and 
upgradeable ships in an attempt to add both variety and 


longevity. In some respects these innovations are 


BUY. - 6 


Many of the arenas feature platforms, ramps and 
successful. Weapons, such as missile S, can be used to suchlike, but the flat areas are still the most fun 
tun opponents, but they also enable players to shunt the 


The upgrade screen is a new 


addition to the mee — Its Format: PlayStation Publisher. LucasArts 
resence is m ra ivertin 
P " — p Developer: Factor 5 Price: $45 (£30) Release: Out now (US) 
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Hexen 64 


venture into the field of N64 firstperson shoot ‘em ups. The reason was 

for this is simple: while the game did not offer players much in the way 
of a new gaming experience per se, it did at least have completely novel level 
design and a vigorous buffing in the graphics department. Unfortunately, the 
same cannot be said of Midway's follow up, Hexen. 

Hexen - the ‘Dungeons & Dragons’ follow up to Doom and Heretic - is a 
poorly resprayed port of the PC original. Level design remains exactly the same, 
with the famous ‘hub’ system as mixed a blessing as ever. Players who've 
indulged in Hexen before will be disappointed by this, but even more so by the 
lack of effort put into the graphical presentation of the game, which, although 
boasting the N64’s customary anti-pixellation filtering, fail to show the hardware 
off to its potential. 

The fourplayer split-screen mode is, of course, the most significant aspect of 
this N64 conversion. Sadly, while on paper it offers a great deal, it fails within the 
first few minutes of play. Unlike GoldenEye, where Rare has designed specific 
deathmatch levels and scenarios, players soon find the multiplayer levels here, 
which are shared with those of the oneplayer game, far too large to play in a 
player versus player scenario. 

Couple this with jerky movement and some lacklustre sprite animation i 
and the N64 picks up another worryingly average thirdparty release. 


N intendo 64 owners appeared to react well to Doom 64, Midway's first 


Edge rating: 
Five out of ten 


The original version’s once-exquisite levels may 7 intact in this 64bit 
y the 


translation, but N64 owners will feel cheated lack of expansion 


Format: Nintendo 64 Publisher: Midway 
Developer: In-house Price: $70 (£40) 
Release: Out now (US) || 
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The racing coin-op genre motors on, courtesy of Sega and Taito... 
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The Ws Singin of the racing game scene has forced AM2 to move out of 
the modern-day-styled arena. Motor Raid adopts a theme that is pure 
science fiction, tracks vaguely reminscent of those in Wipeout 


conservative design team, Motor Raid is a 
significant Change in direction, and it will be 
interesting to see how coin-op fans react to 
the game. Also interesting is the fact that the 
title runs on Model 2 rather than Model 3 - a 
sign either that Sega is keen to continue 
exploiting older technology, or that hi-tech 5 
(image generators) such as Model 3 are still 
prohibitively expensive. Whatever the case, a 
rash of sci-fi combat racers should be 
expected in Motor Raid's wake. E 


ith classics like Out Run and Daytona 


USA already under its belt, it would 
have been easy for AM2 to 
continually churn out similar titles for an 


eternally grateful audience. However, obviously 


keen to move away from the realistic 
contemporary vehicles and believable 


backgrounds which have inhabited its previous 


racers, the team has chosen to give its latest 
adrenaline rush a completely different feel. 

This change in direction is most 
immediately obvious in visual terms. Motor 
Raid looks very much like a cross between 
anime classic 'Akira' and Wipeout, with 
futuristic icons lining the tracks and brash, 
colourful design throughout. The circuits 
themselves are also reminiscent of the 
Psygnosis racer with huge hills and drops 
replacing the usual flat urban settings. 

The gameplay too represents a shift in 
direction. Not only has the AM2 team gone for 
motorbikes instead of swish sports cars (there 
are five different cycles with varying abilities), 
but they've also brought in a Road Rash-style 
fighting element. Here, players are able to kick 
and punch other drivers via buttons that 
appear to the left of the handlebars. The only 
problem here, it seems, is that the realistic 
racing physics so beloved of driving game 
otaku have had to be simplified to make way 
for the combat element. 

By the standards of a traditionally 


AM2 has obviously moved 

on from its Hang On bike 

era, riy ox لالد مصيوة.‎ es 
to the racing genre 


vehicles 


Racing game tradition 
dictates that the player 
is able to select from a 
number of models 


ARCADEVIEW 


op A © ب‎ 
7 mn 7 f! 
م‎ ue 4 LAPS up 
ار‎ 121142732 
REIA Hy FJ 


; ' 
u^ Ls PI ^" 
ms b di aa 
ny 4 


A o0 00 


29 0400_00 
uuu 


anm titu d 


This could be the last game from Taito to use its old technology before the 
company begins to realise titles using its new 3Dfx Wolf technology (see E43) 


Four courses are offered, their background 
settings based on the seasons of the year, So 
that players start racing among the sedate, 
blossom-ridden look of Spring, and progress 
through the other seasonal changes to 
complete the game, thereby uncovering the 
obligatory extra track. 

Like other recent racers, the game 
includes real-life vehicles from Japanese 
automobile giants such as Toyota, Nissan, 
Honda and Mazda. 

Visually, the game's liberal use of colour 
proves a stark contrast to titles such as Rave 
Racer, and playability-wise it is far less 
immediate than Namco's title, offering a 
somewhat 'rougher', less intuitive ride. 

In spite of the lack of originality, Side by 
Side 2 should nevertheless appeal to arcade 
racing fans, and despite its 'narrowed' target 
audience, it's bound to have its commercial 
success guaranteed considering the E 
car-related madness evident in Japan. 


Although the game will feature four different tracks, the seasonal setting 
of each circuit will determine the difficulty of the game's colouful courses 
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Taito's game 


mises to be aimed at experienced arcade racers and as a 
result the technical nature of the different courses is fairly demanding 


ost arcade racing games attempt to 
M attract the widest possible audience 

by offering a progressive, yet 
nevertheless accessible, difficulty level. This is 
obviously the case with Namco's Ridge Racer 
and Sega's Daytona USA - as well as making 
perfect economic sense, of course. 

Taito, however, has ignored the lucrative 
potential of the mass market and aimed its 
latest coin-op offering, Side by Side 2, with its 
long and technical circuits, straight at the 
seasoned racer who has presumably 
mastered the art of powersliding on previous 
examples of the genre. 
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G-Police, Dark Vengeance, Dreams, 

Baku Bomberman é 
Testscreen Blast Corps, Bushido 

Blade, Moto Racer, Interstate 6 

Features Part one of Edge's 

examination of the burgeoning 

emulators scene 


News M2 is canned — Edge has the full, 
exclusive exposé; Sega-Bandai merger 
collapses; Tiger launches Internet handheld 
An audience with... Peter Molyneux 
Prescreen Joint Strike Fighter, Omikron, 
Lamborghini 64, Flight Unlimited 2 
Testscreen Little Big Adventure 2, Runabout 
Features Edge looks at the rebirth of 
Acdaim and speaks to the team behind 
Turok 2. Also, Edge visits Braderbund, and 
the teams behind Earthworm Jim 3D, Rev 
Limit, and Evolva 

Free Edge Interactive CD (PC/Mac), 
showcasing 1997's biggest new games 


News Pentium Il is unveiled at CeBit; 


Konami debuts its Cobra technology 
Profile Larry Ahern and Jonathan 
Ackley of LucasArts, and Ron Millar, 
creator of Warcraft 

Prescreen Hexen 2, Sky Target 
Testscreen Porsche Challenge, FIFA 
64, Theme Hospital 

Features Edge visits Kalisto, 
Infogrames, Treasure, Boss, Zombie 
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months that saw videogaming grow up Free Nintendo 64 supplement 


News Saturn 2 revealed: 3Dfx technology will 
form its core; Intel and Microsoft prepare to 
storm arcade market; 64DD details emerge 
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and Rascal; plus Gex: Enter the Gecko and 


Testscreen Star Fox 64, Tobal 2, Dungeon 
Keeper, Shining the Holy Ark, ISS Pro 

ME that just will not die — Edge investigates. Also, 
Edge's emulation feature condudes 

Free Exclusive Bullfrog supplement, revealing 
the company's eagerly anticipated Populous 
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codeshop, DMA Design 
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COMPUTER SYSTEMS © TRAINING © SOFTWARE © VISUAUSATION 
"Kinetix 3D Studio Dealer of the Year 1996/97" 


Freelance Animators/Artists| 
& Programmers 


Do you constantly ride the peaks and troughs of employment contracts ? 


ead 
tape 


Do you need to reach more potential clients without spending more money ? 
Do you spend money advertising how good you are ? 
Do you need consistent work with a wider range of clients ? 
Have you spent time and money in developing skills that make you unique ? 


Then use Rosswood as your means of reaching the world 


Rosswood have become renowned as experts in the field of 3D Studio MAX and Computer 
Based Video Graphics and Animation. 


Our Web site has become a focal point in the UK for all of the latest information regarding 
this market. From games and TV broadcast companies to architects and engineers, 
Rosswood is a central point of contact for information relating to hardware and software 
solutions for animations and computer graphics as well as technical support. 


Advertise yourself with no cost to you at all. 


Rosswood has set up the "Skill Bank" where freelance graphics artists can register their 
CV's relating to experience, abilities, software and hardware used, projects worked on and 
achievments gained. This service is totally free and available now. 


Potential employers can peruse our service to find exactly the type of person they require 
for short or long term contracts or even full time employment in an industry that you know. 


Visit our site yourself and open u tential 


for the first time 


WWW.IrOSSWwOOCG.com 


our full 


Tel: 01296 81075 + Fax: 01296 394 143 + Email: info@rosswood.com * Web Site: www.rosswood.com 


Computer Graphics 
an Ad Krin 


School of Computing & Mathematics 


Study for a qualification at the forefront of exciting and 
innovative developments in computer graphics and animation. 


We have degrees at undergraduate and postgraduate level 
designed to lead to careers in areas ranging from the computer 
entertainment industry and TV and film production to research 
and development. 


BSc (Hons) Multimedia 
BSc (Hons) Visualisation 


BA (Hons) Creative 
Visualisation 


MSc Computer Aided 
Graphical Technology 
Applications 


MSc Multimedia Applications 


Our facilities include Silicon 
Graphics workstations, 
industry standard animation 
software SOFTIMAGE 3D, 
state-of-the-art VR Centre. 


For further information contact 
Hilary Reynolds on 01642 342639, 
e-mail: h.j.reynolds@tees.ac.uk. 
School of Computing & Mathematics, 
University of Teesside, 

Middlesbrough TSI 3BA 


" by Mike Jones MSc CAGTA 


UNIVERSITY OF 


TEESSIDE 


The Opportunity University 


Providing access to opportunities in higher Education 


حت 
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3D c£35k. 
£2238k. 
Console Programmer! £30-40k 
Lead PC Programmes £28-32k + Bonus 
C/C++ Programmer h to £35k 
Development e to £40k + 


7 or Business Card to 
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Relocation package 
positions | he)” 


Producer, 680,000 
+ Bonuses - California 


3D Flight/ Fighting Game 


FAST FORWARD 
Dave Hill 
Interactive Personnel 
7-11 Kensington High Street, London W8 5NP 
Tel: (0171) 411 3184 Fax: (0171) 937 2579 


Specialist consultants to the Games Industry 
for experienced and Senior staff 


INTERACTIVE 


PERSONNEL 


NO VACANCIES 


Sterling now have everyone we need 
to take on the world. So now we advertise 
for the type of people we really want ! 


For The Managing Director... 


A young nubile 21 year old mistress for a doday affair 
Knowledge of Kama Sutra a bonus, but training can be given 


For The Development Director... 


Humungous breasts please, oh yes indeedy ! 


For The Other Director... 


A rich sugar daddy with a heart complaint (no-one under 90) 


For The P.A. 


A handsome lifeguard of epic proportions. -Preferably called 
'Chip','Roger', or ‘Bret (and some new handcuffs) 


For The Head Artist... 


A date with Geri, Failing that some garden 
tools, and an old boat to while away lonely hours 
(Would also consider a date with 'Rock Bitch") 


For The Other Artiste & Testers... 


Anything goes really, these guys swing !!! - Especially Steve 


For The Cleaner... 


Has anyone got a really long one that can reach all the places 
that haven't been touched for years (a Feather Duster that is) 


For The Coders.. 


An inflatable sheep (male) 


& For Shep the Dog... 


A pardon for biting the coders 
(He was only protecting the sheep) 


And also a special message to all the people who applied to 


our previous ads... SEEK THERAPY-BEFORE IT'S TOO LATE 


Sterling Games Software Limited, 
Unit 26-28, Bentalls Complex, Colchester Road, 
Heybridge, Maldon, Essex CM9 4GD 


Email: DESPERADOS @s-games.co.uk 


Johnny Wood is a sex machine. Hail to the king baby ! Hi to: Bakes, Theo, Amy, Robin, Howard, Zoe, Al, Neil 


People 


32 Bit p preferably on N64, but not 
necessarily. Working on football game (huge license 
to be announced!) 


PSX experience required. Working on football game 
(huge license to be announced!) 


Some PSX experience is required together with C++ 
and assembler. Also 3D maths. This game is only for 
the PSX, so you will not have to compromise. 

You can pus it to the limit! 


Conversion of a PC CDROM game to Windows 95. 
We are looking for experience in this field. 


This is a small company with a friendly atmosphere. 
It is a good opportunity to get in early with a 
growing organisation. 


This is the company that created the record breaking 
Formula | game. We just want talent. 

The project is confidential, but we can tell you it will 
be exciting! Please send some form of demo. 


EA Canada are looking for top people with 
experience. This is an exclusive, ongoing requirement. 


SQUARE, the creators of 'Final Fantasy! 
are recruiting. Telephone for details! Ongoing! 


Justin Hill in complete confidence, 


REN 
A 


North & Midlands 


N64 Programmer 
£Neg + large royalties, 
Midlands 


PSX Programmer 
£Neg + large royalties, 
Midlands 


Playstation Programmer 
£open, Dublin 


Game conversion 
Contract, Oxford 


Games Programmer 
£30k (could go to £40k) 
N. Midlands 


Games Artist 
North 


Top Games Progs, 
Can$ lots, CANADA 


Programmers, Artists 
HAWAII & CALIFORNIA 


Please contact 


People 


Have a look at the demo of Carmageddon and 
ou'll be interested in working for this company. 


pdated 8/97. 


We are ooking e experienced PSX lead 
programmers. New teams being set up. Wide 
variety of games. 


This company’s latest game is totally original. 
The landscapes are visually breathtaking. This is 
real innovative stuff. We are looking for 

DirectX skills and strong maths. 


Small company. 12 months relevant experience. 
High starting salary. 


We are looking for a really top programmer, 
with a long track record of published games. 
This is a unique opportunity to work with one 
of the most famous names in the industry!! 


Our games are of the flight sim genre. We have 
had tremendous success with our latest product 
in the USA. 


Seeking drawing skills and 2D packages such 
as Animator Studio, Photoshop, X-Res, 
Paintshop. 3D packages such as Lightwave, 
3D Studio are also useful. 


A quoted company is looking for C skills for 
their latest project. Windows is also useful. 


Justin Hill in complete confidence, 
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London & South 


PC and PSX Programmers 
£high, South Coast 


PSX Programmer 
£30k package, West End 


Windows Prgrammer 
3D Artist 
£25-35k, West End 


3D & PSX Programmers 
Hampshire, £30k 


Senior Games Programmer 


£open, South 


Senior Games Programmer 


£25-35k, London 


Graphic Designer 
£15-20k, London 


Engine Programmer 
£high + reloc, Holland 


Please contact 


or send your CV to: GamesPeople or send your CV to: GamesPeople 
= Datascope Recruitment T Datascope Recruitment 
A division of 36 Langham Street A division of 36 Langham Street 
Wy Wawel LONDON WIN SRH LONDON WIN 58H 


DATASCOPE 
Û RECRUITMENT — 7 TEL: 0171 636 6944 RECRUITMENT 
FAX: 0171 580 6068 


justin@datascope.co.uk 


TEL: 0171 636 6944 
FAX: 0171 580 6068 


justin@datascope.co.uk 


SEGA EUROPE 


are looking for a number of positions to add to their Product Development team in West London 


SOFTWARE ENGINEERS (ref:pdo1) 


An opportunity to work in the technical department of Product Developme | 
within Sega Europe. Applicants must be skilled in C and assembler, hold an 
HND or Degree in a Computer Science related field and have experience in 3D. 


GERMAN TESTER 


Required for the translation and gameplay testing of all console and PC titles. a 
Applicants must be fluent in German and have experience with Windows 95. . 


PC CUSTOMER SUPPORT | (ref:pdo3) 


(ref:pdo2) 


Sega PC Division have a vacancy within their Customer Support division. 
Applicants must have experience with Windows 95 and Direct X. Previous 
customer support experience is an advantage. 


If you believe you possess the necessary skills and 
qualities to be part of the Sega Europe Product 

Development team, then please send your CV quoting 
_ the appropriate reference number to: 


F SEGA 


Steve Warner (Personnel manager) 
Sega Europe Ltd. 266-270 Gunnersbury Avenue 

London W45QB 
ersonnel@sega.co.uk 


E-mail: 


AINLESS 


SOFTWARE LTD 
> Lead Playstation Programmer 


MACKENZIE 
& KILLIAN To £35k + benefits + bonus 


HUMAN RESOURCE SOLUTIONS 
Stainless Software Ltd are looking for a senior programmer 
with a thorough knowledge of programming for the Sony 
Playstation, to work in our offices on the Isle of Wight. 


Following the success of our number one hit CARMAGEDDON, we have 
expanded ourteam andare starting developmentof exciting new games 


Our philosophy is to make the games everyone has always ever wanted to play, and 
make them more realistic than anything seen before. We do not restrict freedom of 
expression or ideas, even though others might try. If you want freedom in your work 
then getin touch with us 


You should have at least one published Playstation title under your belt, and have 
experience of leading otherteam members, both programmers and artists 


We can offer a generous salary to the right candidate, benefits including health 
insurance anda company pension scheme 


Why not come down to the island and let us show you what we have in mind - you 
won't be disappointed 


Avoid the stress of city life, and yetremain just 2 hours fromthe centre of London 


Tel: 0171 482 0989 


Drop a line to: 
r sleiu cilio ae idola s Ben Webster, Project Manager, Stainless Software Limited 
Ec E JSIBEBEMES Mill Court Cottage, Newport, Isle of Wight. PO30 2DU 


SPECIALISTS IN IT AND INTERNET 


An Associate Company of Summit Computer International Ple or e-mail ben@stainless.co.uk 


Fax: 0171 482 0498 E-mail: careers@mk-net.co.uk 


WE ARE SEEKING GAMES PEOPLE FOR CUTTING EDGE DEVELOPMENT 


3D & 3D Engine Programmers 


You Must Ear, SLEEP, PLAY & 'SXXT' C&C++ 
Software Engineers 


Al & HARDWARE CODING SKILLS, Must HAvE STRONG C & ASSEMBLER 


PlayStation & Nintendo 64 
Programmers 


Must Have ONE PUBLISHED GAME 


Wes Site: http://jaguar.netmania.co.uk/krystal 
(194.176.198.7/krystal) 


More Job Openings On Our Web Site For Experienced Games People Like 2D/3D Artists, Producers, Designers, & Level Designers, 
Overseas 3D Programmers, R&D Programmers & Producers And Client Requirements Seeking Staff For Game Development. 


LET KRYSTAL DO YOUR HEAD HUNTING, USE US EXCLUSIVELY TO FIND YOU THE RIGHT DEAL. 
CONTACT: Kassey, TEL/FAx +44(0)181-599-8691 Email: krystal 9 panther.netmania.co.uk 


Submit CV to 
KRYSTAL RECRUITMENT SERVICES, 11 GoopMayes AVENUE, GOODMAYES, ILFORD, Essex, 163 8TN, LONDON, UK 


9 
We have moved to new offices. Please address all future correspondence to: 


32 Berrymede Road, Chiswick, London W4 5JD 
Tel: (0181) 747 9900 Fax: (0181) 747 9901 


TO advertise in this magazine Email: mrfube © fube.demon.co.uk 


We have now filled all our in-house job vacancies, but would like to take this 


Ca Uu Ja ne Geddes on opportunity to thank all those who took the time to apply to us 


E Fube Industries w. 


Free design and tgpesetting service avaitabte MORE REFRESHING THAN AN ESKIMO'S BIDET 


nesPeople 


In addition to our advertised vacancies, 
we have loads of opportunities 

Le which are never advertised. 

We simply cannot list them 

alll! 

Some are exclusive 
to us, some are 
with other 

agencies 
as well. 


WE CURRENTLY REQUIRE THE FOLLOWING SKILLED PROFESSIONALS TO 
JOIN OUR SMALL DEDICATED TEAM AND WORK ON OUR LATEST 
NEXT GENERATION PRODUCT. 


We have vacancies at the follow ing levels: 


We have à track record of bringing new talent to the industry. Most 
successful candidates will have completed a degree course. 


Vir MA 


positions to 
confidential / 
board level 9^ ^^ ^» 
assi C 9, % 
gnments. 4A, Q 9, 
We have an open door ^?» 
policy here (with demo 
facilities for developers]. 
Give us a call and discuss what you 
are looking for and we will try and help. 


A keen ability in C coding is essential. Experience in any assembler 
language will be an advantage 


Successful candidates will have a track record of past products and be an 
expert in at least one of the following specialist areas: 
Protected mode PC assembler, PlayStation, Ultra 64, Windows 95 SDK, 3D 
Programming, Games Programming. 
APHICS ARTISTS 
Please contact Julien Hofer in complete confidence, 
or send your CV to: GamesPeople 
Datascope Recruitment 
A division of 36 Langham Street 
LONDON WIN 5RH 
DATASCOPE LONDO 


meeceuiinent Pe TEL: 0171 580 6018 
FAX: 0171 580 6068 


julien@datascope.co.uk 


The following would be an advantage: 
3D modelling, low polygon modelling, fine art skills, design training. 


Please note, our policy is not to employ through agencies so please apply directly 
Send your CV to 


Graftgold 
8 Freebournes Court, Newland Street, 
Witham, Essex. CM8 2BL. 
Fax: 01376 503261 


A Golden Opportunity... 


.. to become an integral part of an innovative and creative team 
developing a broad range of applications for synthetic digital life forms 
including entertainment software and artificial intelligence simulations 


3D Artists 
Experienced in high and low polygon modelling using either 3D Studio or 
Softlmage to model objects within programs. Knowledge of PhotoShop 

and an ability to produce 2D work in both computer graphic and paper 
form. Creative ability will get you far! 


Programmers 
At least 5 years commercial experience of C** and OO. 
Knowledge of Windows 95, MFC, ActiveX and 3D graphics will 
be beneficial, as is an interest in simulation and Artificial Life. 
The successful candidates should consider themselves a 
C++/OO expert, a working knowledge of Java would be a 
distinct advantage. 


APA 


CYBERLIFE 


If you wish to apply, send your full CV to: 


Sarah Reardon, 
CyberLife Technology Ltd, Quern House, 

Mill Court, Great Shelford, Cambridge CB2 5LD 

e-mail: jobs@cyberlife.co.uk 


http://www.cyberlife.co.uk 


د 
f.‏ 


Browsing through "Edge" you'd be forgiven for thinking that registering with any old agency would be good enough. 
Nothing could be further from the truth! 


fe Formed in 1989, Aardvark Swift is one of the longest established leisure software consultancies around. Over the years 
we've gained a comprehensive knowledge and understanding of the market and an extensive network of industry 
contacts and clients which is second to none. Many of our clients do not advertise their vacancies, preferring instead to 
use our (and only our!) agency service. If, therefore, Aardvark Swift don't have your CV, quite simply you cannot be 
ود‎ considered for these unadvertised roles. Lots of new vacancies below: 


Senior Artist (Softimage) 305 Artist new London office (USA Co) Realtime 3D Modellers eme Team ar mien core technology 


—— Ces Programmer seti games cm 20 Bitmap/3D Texturing Artist —P و و‎ qe et 
(x2) evel design work, 3DS 

Enternal Prodacers v proven commercial IT experience prelerred (not games) Alias Wavefront Graphic Artists Home res : iis 7 — 
سيسات‎ btt » Graphics Programmer flight sim product, Al Producers (interna E 
Realtime 3D pn: DIRECT 3D, API's wi - mm hate : iti nie 0 O ا‎ e FO 
Flight Sim Produce Bin B TI QUINT, MORE ENG COMPANY PlayStation Programmer Scotlar video machines 

ight Sim Producer |) ing ‘Big Budget title las Betis CY cios. "v 
eas onal group E: Tools/Libraries Programmer world leader 30 Programmers Junior Artist D Paint 16 colour work + Anin 
Foreign Language Programmer C, C+ Windows, Network Support nationwide, Unix, Lan, TCP/IP. several vacancies C++ MFC Win 95 Programmer Lead oe (Birmingham) exciting new venture 


plus second language essential. MAC useful i D Engine Pr Futuristic high action race gane lor PSK 
Software E MPEG, CODECS, DIRECT 3D Graphics Programmer (light sim product, Al 3D Engine Programmer Sports Title Project Manager excellent opportunity to join 
oftware Engineers س‎ terrain generation, award-winning company Network Support nationwide, Unix, Lan, TCP/IP, several vacancies well established group at start ol new growth phase 


Development Manager bu eam . uos 
0 d Art Director head up dept, hands-on role Team Leaders/Lead Programmers Midlands, veterans needed Tn — ead new graduale teams 

D Engine Guru à; censed products 

ne Producers (x2). internal role. info & educational title — " Manager te: -hnical background advantageou - 

Al Programmers PC & console work strategy and chess game Manage 50 developers of N64,PSX & PC product — Programmer | (Liverpx 

New graduates consider od Art Managers Deliver igesas major p ditas 3D adventure, friendly crowd 


[ Producer $60 - 80k; N64 Lead Prog $75 - 85k; PSX Lead Prog $75 - 85k; Lead Artist SGI c$75k أ‎ Junior Prog PC - space / flying game c$35k 
oma for teams and individuals in USA, Scotland, and for 1997 graduates. i 
0 More vacancies at www.ardswift.co.uk 
f». Tou misa oat. TWarimise chances by a CU ta: 
Aardvark Swift Consulting Ltd, 75-77 Station Street, Swinton, South Yorkshire S64 8PZ 
د‎ (01709) 571441 Fax (01709) 586527 Email: SLD © Ardswift. Demon.Co.UK 
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ZODIAC PURSUIT 
Has A Great Deal To Offer 


Our comprehensive client database is second to none! 
With over seven years industry experience, Zodiac Pursuit is one of the 
longest established leisure software consultancies around. 
The following gives an indication of current national requirements. 


WAN T ED! If you want to know more about France, French drinking habits, or what sunny weather 


looks like, here’s your chance! Titus is accelerating down the road to a pole position in 


N /CIOp > c is already paring jects fi > 64DD. 
PROGRAMMERS £14k - £48k 64 development and is already preparing projects for the 64DI 

TEAM LEADERS c£50,000+ Titus has already been developing for the N64 during the last 2 years and is currently 
GRAPHIC ARTISTS/ANIMATORS £14k - £40k creating hot titles like Lamborghini 64, Superman, and the Quest for Camelot, using 


PRODUCERS £16k - £40k SGI Indigo2 High Impacts, 025 and Indy based N64 development kits. 

GAME DESIGNERS £Neg packages 

If you think that you're the best C programmer there is, with experience coding 3D for 

SGI or PC machines; or that your real-time models and animations wipe the floor with 
everything else you have seen; or that you can draw bitmaps as well in 16 colours as 


STOP PRESS! = URG ENT REQUIREMENT other guys can with 16,000, then you should think about changing to the French way uf 
ú . life. We are dedicated to producing real-time, action software that's original, stunning to 
UK (Nationwide), Canada & USA look at and. above all, ١ 


PSX, SATURN & N64 PROGRAMMERS 


Floated on the Paris stock market, Titus is located in a peaceful region of the Paris 


C/C++/3D/AV/DIRECT X suburbs, 20mins from Roissy Airport. Position, salary and involvement in our upcoming 
WIN 95/NT/3.1 PROGRAMMERS stock option plan will depend on your knowledge and experience. We will help you in 


3D STUDIO/LIGHTWAVE/DPAINT/PHOTOSHOP your move to France and find you an apartment close to our offices. 
SGI - ALIAS or SOFTIMAGE 
TALENTED GRADUATES 
Send a CV and large selection of your work to: 
Eric Caen 
Titus France 
310 avenue Daniel Perdrigé 
93370 Montfermeil- France 
Phone: 33 1 43 32 10 92 
Fax: 33 1 43 32 11 52 
Email: 100023,611 (2? compuserve.com 


Please send your CV, in complete confidence to: 


Marie Harris, Zodiac Pursuit, Raines House, 
9 Edgerton Court, Tadcaster, North Yorkshire, LS24 9NZ 
Tel: 01937 835700 Fax: 01937 531986 
E-Mail: marie@zodiac1.demon.co.uk 


Our service to applicants is free of charge. 


Read this ad, 
and you'll see why 
we don't need 


startling graphics. 


We're Sony Computer Entertainment Europe. We've brought 
to the market the phenomenally successful PlayStation. 
And our top-quality, highly original games are selling 
like hot cakes. 


In short, we're the best in the business. We don't need weird 
and wacky pictures to attract creative and imaginative 
people to our elite team. 


We are looking for Senior and Lead Artists and 
Programmers for our Development team in London; 
Games Testers for our QA team in Liverpool; and 
Product Managers with Games industry experience 
for our marketing team in London. 


If you appreciate creative freedom, enjoy working at the leading 
edge and thrive in a dynamic environment, get in touch. 


Send your CV, including current salary, to: Mary Timlin, 
Human Resources Manager, Sony Computer Entertainment 
Europe, 25 Golden Square, London WIR 6LU. 

Fax: 0171 533 1394. 

E-mail: Mary_Timlin@interactive.sony.com 
Website:http//www.scee.sony.co.uk 


PlayStation 


The “ لك‎ ” logo and " Playstation " are trademarks of Sony Computer Entertainment Inc. 


„We need Artists 


Climax America 


Climax Development Inc. 
Suite 7, 1007 Haight Street, 
San Francisco, California 

CA 94117 


Tel: 001 415 522 1333 
Fax: 001 415 522 1334 
Email: personnel@climaxoa.com 


Climax Europe 


Climax Development Ltd. 

North Park Business Centre, 
Wickham, Fareham, Hampshire, 
England PO17 5LE 


Tel: «44(0) 1329 835000 
Fax: +44 (0) 1329 835001 
Email: personnel climax.co.uk 


We are currently seeking to fill the 
following positions in our UK studio: 


2 Producers, 3 Lead Programmers, 
1 Lead Artist, 5 Programmers 
and 3 Artists. 


PLUS ....positions are available 


in our rapidly expanding San Francisco 
office and in our new Northern UK 
studio. 


3D/;; are an International leader in the development of 3D graphics processors for che consumer and 


professional markets. Having enjoyed significant growth based on our GLINT and PERMEDIA 3D processors we 


are now seeking additional cechnical staff co join our R&D centre located in Surrey. 


Development Staff 
Salary Negotiable * Benefits 


We are looking for development staff to work within 
small teams creating 3D device drivers for our GLINT 
and PERMEDIA graphics chips. The emphasis is on 
delivering high performance and quality and the 
successful candidates will be high achievers, with an 
enthusiasm for the field of 3D graphics. Candidates 
will ideally have strong problem solving skills, 2 years 
software development experience, system- 
programming skills, enthusiasm for 3D graphics and 


good C programming skills. Experience 


writing a device driver or 3D graphics 
and 3D 1 library would be an advantage. 


Technical Consultant 
£20,000 - £25,000 + Benefits 


The 


consolidate and enhance our relationships with UK 


role of the technical consultant will be to 
and European game and multimedia developers. You 


will be responsible for all aspects of developer relations 


day-to-day contact 
development and 


at conferences and 


liaison, 
demonstration 


developers 


technical 


including 
management, 


working with 


exhibitions. Ideally candidates will have at least two 


years technical experience working in the games 


industry in either a support or development role, 


and possess excellent communication skills 


knowledge of C 


and a good 


programming. 


Pp 


3Dlabs is a growing company offering exciting career prospects for candidates with the right aptitude and 
attitude. Benefits include a contributory personal pension scheme, share purchase scheme and health plan. 


In the first instance please send your curriculum vitae to our advising consultant Stephen Lloyd Davies at 3 
Aardvark Swift Consulting, West Court House, 75-77 Station Street, Swinton, South Yorkshire. 
S64 8PZ or Phone 01709 571441 or Fax: 01709 586527 or Email sld@ardsw1ft.demon.co.uk 


Small expanding software company specialising in games. 
situated in countryside on the outskirts of Cambridge wants 
programmers fluent in C. Training in Playstation and other 
platforms will be provided if necessary. 


We have a friendly work environment, and all of the team 

have input on the design of projects. There is plenty of 

scope for career development and for developing a wide range 
of skills both inside and outside the games industry. 


We expect a successful candidate to be creative, have good 
communication skills, and be prepared to work in a team. 
Knowledge of C ++ , assembly code, D3D. and /or console 
platforms would be an advantage. 


We will also seriously consider experienced people for a 
responsible role in the company, including 
project management. 


SsJeuiuipJboud 


SISILelV 


In addition, if you are an experienced graphic artist and 
fancy a refreshing change. we will be looking for 


artists in the near future, so please apply. Reply with C.V. /samples to: 


jobs @frontier.co.uk 

or in writing to: 
‘Recruitment’ 

Frontier Developments Ltd. 
Longmeadow, Lode, Cambs CB5 9HA 


Tel: 01223 811753 
Fax: 01223 812780 


——- 
X What we're developing: Who we're looking for: 


ionto 1 "Mlle - 11 ~ 
aia SIL James tale ead & Ged 1)06 L/L ++ a 


Nintendo 64, PlayStation & PC Windows '95 20 Bitmap Artists & 3D Artisits )305 / MAX 
Where to apply: 
Interactive Studios, P.O. Box 186 
Leamington Spa, Warks. CV32 4YL 


http://www.int-studios.demon.co.uk 


INTERACTIVE 


— Fx pad 99 Ol O S 


X How to apply: 


Send a Self Addressed Envelope for an 


application form, or download from our web 


page. Demos on PC disks will be required 


, Ji كب ار‎ S 2 
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Here . at Rz Rare v we ‘ve been delving deep into the creative jungle of N64 development since its 
earliest d ys, w with the sole aim of cultivating 64-bit titles as memorable as those featured 


Ca 


n on our 8 and 16-bit track records. 


bere * 


50 far we've upgraded oi ir arcade classics with KI gold, displayed fearless originality with 
Blast Corps and pushed the 3D $ satay to its limits with GoldenEye, exploiting the power of 
ا‎ door the N64 more fully each time. 


دم" 
بنك 
=r‏ 


And this continues with ot SF ticles , beginning with the freshly-unveiled 
ing. of لد اسه‎ nier jM The standards of programming and visuals 

nd to ensure that Rare keeps that one 
TEAC 1 Sf the pack, we're always lookin dicated new blood to join our fast- 
srowing ranks. 


y want to miss an opportuni ١ 1152 If you-have genuine passion for 
d the talent to back it up, drop us a line tow and we can work together to 
* shape the games of the future. 


ired to code cutting-edge software using Silicon Graphics 
«be fluent in C or Assembler. Experience in the games 
industry an advantage. 


d D 54 round abilities in modelling, animating and designing 
cters à heir ronment s/Successful applicants will use Alias and GameGen 
on Vd P aly y») Graphics hardware. Previous experience with 3D packages 
useful but not essential. 


in the administration-óf a Jarge (IOO--machines) 
(SGI/PC/ MAC). Requires’ proven background in UNIX 
| ng, and excellent communication 


NETWO 


rogenous TCP LAN n 
stem admistadon, e 


Manor Farmhouse 
Church Street 
Twycross 

Wark. CV? 3P] 


~ou'vE BEEN 
HERE ALL DAY 


DON'T YOUN 
HAVE A HOME 
TO GO TO?! 


GET SOME 
«e 


Psugnosis is seeking experienced development staff to join our rapidly expanding team. We need the people who can help us 
repeat our triumph as ‘Developer of the Year’ next year and every year. In other words we need the best. 


On offer is the chance to work with the highest spec. equipment, on leading PC and PlayStation titles, in an expanding and secure 
organisation. There are vacancies for 


Producers, Artists and Programmers 


at all our studios (Liverpool, Stroud, Chester, Leeds, London and Paris) where you'll find an excellent working environment and all the 
professional back up you need to create great games. 


To join us you'll need industry experience and a commitment to excellence in all that you do. Salary will obviously depend upon track 
record, but is unlikely to prove an obstacle for the right candidates, as the packages we offer are second to none in the industry. 


So if your ideas and skills are out of the ordinary, get in touch. We're sure you'll fit in round here. 


XX STUDIOS XX 


Initially send a full CV, with samples of work if possible, to: 
Janet Webb, Psygnosis Ltd., Napier Court, Wavertree Technology Park, Liverpool, L13 1EH. 


ANSWERS TECHNICAL N 
Acclaim Entertainment, Eidos Interactive, Electronic Arts, GT Interactive, Ocean Software, PM 
Psygnosis, Sony Computer Entertainment Europe, and Virgin Interactive Entertainment f> 


These are just a few of the companies we place people with 


As Europe's leading and most respected recruitment company for the interactive entertainment 
industry, we at Answers want to help you find the right position, in the right company. 


f 
> 
" 
‘ 
ذو “و‎ 
N 
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Listed below are a selection of the vacancies we are currently handling. Please write to us in 


5 confidence, or phone one of our team of experts, to help guide your career along the right path. 
pre 
ني‎ 
AATISTS/PROGRAMMERS South West to £30k+car DIRECT X PROGRAMMERS UK to £40k+bonus PRODUCERS London £30k+/+bonus Fi 
Independent developer requires experienced Good understanding of Direct X under Win 95. Three experienced games producers are 3 
personnel to work in picturesque country location. Experience of Direct 3D an advantage.  met9e2 required by one of the leading software 
Every possibility of working in JAPAN. Ref. 1234 developers and publishers, on new projects, 
PROGRAMMERS ARTIST/ PROGRAMMERS Midlands £Neg+bonus and to help build up the teams. Ref. 912 » 
UK, USA, Far East £Neg PlayStation, Saturn and M2 programmers required. 1 
Good game coders, tools, utilities and 3D Experience in one or more, essential. Ref. 1119/1120 PLAYSTATION PROGRAMMER Sheffield £Neg l EN 
programmers are required by many of our Experienced 'in-game' programmer required for i 
clients, ranging from the multinationals to ARTISTS/ PROGRAMMERS Scotland £Neg-profit share Sheffield based independent company. Ref. 1233 
start up companies. Experience in development ^ Experienced personnel required for impressive DEPUTY STORE MANAGERS 
for one of the following is required:- expansion plans, working on new technology. UK £Neg . - 
iid i PlayStation, Saturn, Ultra 64, PC-CD ROM, Artists must be experienced in Alias, Softimage سام ايام‎ p lenis for iiie ili pm Š. 
Se TA Direct 30 experience i always useful on any or3D Studio programmers must haye min yrs fetallers with customer service skis tojoina — Dou 
el job, with the ri ht sai Eo 7 ilis games background, Working 16 a picturesque rangé of qualit entertainment products Ref. 970 i 
Bm P 9 y location, salaries will be competitive. Ref. 991 y Md 
cw -z| TEST/NETWORH MANAGER Cambs £Neg+package ARTISTS UK. USA. Far East £N STORE MANAGERS X 4 UK £Neg 
on Experience essential Ref. 1191 Seve, e eg : Top games retail group requires professional i em 
m With experience within the games industry, ; ; k 
^ PROGRAMMERS vel customer service oriented managers. Capable 
ey USA $50k-$100k +bonus+profit share your talents, whether 2D or 3D are actively of running your store autonomously, you will يه‎ do 
f] Ultra 64 programmers required (or good PSX required by our long list of clients. The type of (ome from a sales background, be outgoing, Mu 
D g experience) to work on a brand new project. software package which you are proficient creative and comfortable owning customers CON 
Green card assistance is available to the right with will be varied, but your skills in model and problems. Retail experience an advantage, ' 
candidate. (Los Angeles area). Ref. 1131 eog m high and low poligen personality essential. Ref. 969 
WM : work, bitmaps and sprite creation, are always 
Eu WINDOWS PROGRAMMER NAW to £30k *royalties in demand. Exceptional opportunities await EUROPEAN PRODUCT MANAGER W/London c£30k+bonus+car 
a, ^ Experienced person required to work on a exceptional people. Two yrs'. experience within a blue chip industry 
a plus, but not essential. Ref. 1034 ARTISTS USA $50k-$100k+bonus+profit share adventure games. Creative and entrepreneurial ذخ‎ 
WINDOWS PROGRAMMERS Cambs £Neg+benefits Low polygon 3D work and at least one game to with degree education desirable. Ref. 1125 [* 
| Non games position. You will need to have your credit essential (Los Angeles area) Ref. 1130 AAT DIRECTOR Cambs to £35k«bonus 1.5 
. | good object orientated and C++ skills, working ; ; : AF 
"| on new software development in different IL MISI Scotland Enegebenefits ——— oe l 
EAE branch of a games company. Ref. 1090 pa eg . y l "1 
+ کي‎ leading a team is essential. Ref. 1257 — PRODUCERS N/West £Ne ۴ 
| WINDOWS ENGINEERS South £Neg | E i 
d : : ; HEAD ARTIST SWest to £35k+car+benefits Two producers required, one to manage the R&D 2 
"d Able engineers required to develop windows 3 , : : y 
9 ج‎ it programming group, the other, maybe senior 2 
" Experienced artist and man manager required 
applications for part of a multinational reg io prod lit ft 
company. Applicants must possess good C and for busy developer, assuming responsibility for 9 EE NEN اي‎ Sere diss 
C++ skills, and experience in Direct X routines recruitment, training and appraisals. Ref. 1250 PROGRAMMERS N/West £Neg 
would be an advantage. This position is not Programmers required to produce leading sports 
` with a games software producer. Ref. 1133 — سك‎ required to run a simulation s/w. Experience is preferred. Ref. 1209 
ku WINDOWS REALTIME SOFTWARE ENGINEERS project, look after budgets, and generally run PROGRAMMERS scotland £neg+benefits 
V London up to £30k+bonus the office of a small developer. Ref. 1255 Good experience, not essentially games, and good 
Work on tools, methodologies, engines, motion 
b a capture, networks and 3D graphics. Ref. 771 PROJECT MANAGER London/South c£30k+bonus C, C++ and Windows experience is required. Ref. 1256 : 
x PLAYSTATION PROGRAMMER Must have at least two published games to CUSTOMER SERVICES MOR Mids. £22k + package 
London £Neg, v.good - your name, a sound technical background and Leading publisher requires people person to run : 
Exceptional PSX person with 3D game to his an outgoing personality. Ref. 1042 A customer service centre; must have experience. Ref. 1225 
credit required. Salary will not be a problem ESO: س‎ MAE: Acta س‎ 
for the right individual Ref. 937 TOP CLASS PRODUCER London area £35k-£40k«car«bonus Please submit your CV with demo 
~ Experienced producer with man management material on disk, video or paper, 
PLAYSTATION PROGRAMMERS London £Neg skills required. Very exciting position for the uoting ref. numbers to: oe E 
Experience or interest in producing football : L7 q & ret. i CN 
right person. More details on application. Ref. 1132 * Se 
products required. Ref. 1128 ER S 
INTERNAL/EXTERNAL PRODUCERS UK £25k-£30k Pascal Caney E C 
— — Vie معد‎ Required for prestigious games developer Answers Limited EH 
If you have experience of programming on the patri co i _ 
d PSX then our client has an immediate start for | Needed to maintain impressive expansion plans, gid ie ERE 
أ‎ the right individual. Salary will be from initial design to final mastering. refo12 — Spratton Fi 
AP a Northampton NN6 8HH 3 
LF advantageous to progress your career. Ref. 1157 PRODUCERS Noh Eact 4n £30kibonus P ! 
F: TOOLS AND ENGINE PROGRAMMERS UK to £35k+bonus Games producers required for busy northern Tel : 01604 843336 # 
E Experienced tools or engine programmers studio, must have previous games producing Fax: 01604 821848 5 
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required for leading software companies. Ref. 962 
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`: More vacancies at- 


No.1! for mail order and service 


First with... all neu releases - we lead, othens follou 


` Mario - Time Crisis 
- Piloting - Final Fantasy VII 
B Rate ` Soul Edge 
- Mario Kart £49.99 New - Rage Racer 
-Rev Limit * Bushido Blades 
- Starfox ٠ Tobal 2 


` Go Go Trouble Makers * Fighters Impact 
- War Gods ` Dracula X 


` Blade & Barrel * Street Fighter X 
: “Multi vea. Championship » Final hawai Tactics 


^ ` Die " Viale 


- Fighters Megamix 
jn * 6 King of Fighters 96 


; Manx TT 
Marvel Superheroes 


` Pilot Wings 
- Star Wars 
` Wave Race 


. Mario Kart 

“Fa 

“Fifa : “Sentient — ' Cyberbots 

-Turok — 44.99 - Vandal Hearts edi 

x - Killer Instinct £49.99 “Final Fantasy 4 & 7 

UNIVERSAL CONVERTERS NOW IN STOCK 


Voice Over Artist 
ل‎ Y with 


A FANZINE FOR GAMERS AND COLLECTORS 
WELCOME TO THE TIME-MACHINE 
It's NEW! It'S MONTHLY! It's OUT NOW! 


RC is ID ality, monthly fanzine covering all R ) 

nd bringin y i game reviews. in« 

and facts about the world of Retro. Coveret 
I 


E ^ Al Wi 
up« Lega i hardware values, and there i 
all your needs end ios of techr a ws Mss "ur oid 
cal sics going roro s more! If you're into Retr ces nture 
jor RPG and PBM then these arc are fully covered too. Yes! Al 
of that <> مساه م‎ i ardt of software dirai ire 
« you can't go wrong. So send off today and make sure of 
| your copy. ISSUE ONE OUT NOW! 


To receive your copy please send cheque or 
[PO for £2۰50 (incl p&p) 
Imade payable to: 'G. Howden' 


care of RETRO CLASSIX (EG), 
4 CHATTERTON AVENUE, 
LINCOLN LNI 3TB 


NINTENDO 64 Go SEGA SATURN 


LATEST PRICE 
T 


Marvel Super Heroes Taroo Maru Virtua Cope 
Virtual Un Cyberbot Hing of fighters 96 
1 å 
+ fps ils jam hi 
Jero Perfect St miker 
mor Turok Blast Dozer} RAGE RACER SOUL EDGI 
ûû Gear Rally Star Fox TOH SKIN DEN 3 BIO HAZARD Ii 
* JOYPADS  * GAMES [ BUSHIDO BLADE SANGOKU MUSO ١ 
A Lis FINAL FANTASY ZERO DIOE c d 


di-consoles 


tih SONY PLAYSTATION £129 


Pm LAGE E NSR Enti PSH Decode Conversion ..£35 
N64 Backup Unit Call pow GAMES 


N64 RGB Conversion....£30 PSH Accessories 
N64 Memory Card 


4 x Size 


N64 Pads 
N64 Games 


NINTENDO 64 


WEST LONDON 0181 248 3501 
üam-?pm [days 


JAM- 8PM 7 DAYS A WEEK 
AVAILABLE NOW 
_ MULTI RACING CHAMPIONSHIP 
YUKE! YUKE! 
MARIO KART 
FOX ٠ TUROK 


17.5% faster for £17.50 : FRON £49 
TN The مع‎ import dm hmen "x today" 


0 (www.n64 


ing service 


uu? 3311‏ 2[1 1لا 


Jane Geddes 
on 


to advertise 
call 


free design/typesett 


1 pad, B-filters conversion 
UK Oviput. e on » SCART TV, 

display, than PAL at 60hz speed 248 
UK-PSU, Jap/US carts universal, 1yr warranty 


Top PSX, N64 Saturn Games A 
Latest Accessories from A p 
Japan. RGB conversion ١ 


RevLimit, Multi-Race SN — 
Dark Rift, StarFox, GoGoTrouble, 
TopGearRally, ClayFighter63. 
15564, Golden Eye, Drift King by i 
TAMA Fever: The Next Generation Ka d 
Dinosaur, Penguin, Puppy, Mommy? e | nen "m 


:5-01329-312200 
REB 0370-881038 


Fax: 01329-312211 
demon.co.uk 


yi mdming ty aap no ae 


www.yikes.demon.co.uk 


3 D O S 
NINTENDO 


COMPUTER & VIDEO GAMES 
IMPORTS AND EXCHANGE 


ALL MAJOR CREDIT CARDS ACCEPTED 
9 Wilton Parade, High Street, Feltham, Middx. TWI3 4BU 
* Open 10-6 Monday-Saturday + Closed Wednesday : Open 12-4 Sunday 
T 0181 893 2100/844 2575 se 0181 844 1944 
AFTER HOURS LINE 6PM-IOPM 0973 552398 


R-:TROG-meCS 


The World's first classic Software & Hardware supplier 


Epoch super cassette vision exposed, more rare 
Vectrex news, and a full G&W directory. 


Only in Issue 11 Out Now 
The Worlds first fanzine dedicated to collectors of 
computer/video games, hardware, handhelds and 
gaming memorabilia. Full of features on the history of 
gaming, classic company biographies, retroreviews, 
forgotten facts, and lots more 

At the back of every issue of Retrogames you will find 
our directory of over 3000 collectable items of hardware 

and software. From Atari & Coleco to Vectrex & 

Videopac, if they don't make it anymore - we sell it. C64 
and Spectrum games from .م10‎ Atari 2600 games from 

£100 Nintendo Handhelds from £6.00 
Vectrex machines & multi-carts in stock 
International orders welcome (6$ - 600 Yen) 

If you would like to receive a copy of the Retrogames 
fanzine incorporating the full Retrogames price list then 
please send a cheque or postal order for £2.50 (ind P&P) 

made out to ') Moore’, care of 


Retrogames: 61 Baccara Grove : Bletchley 
Milton Keynes : MK2 3AS 0181 203 8868 


Beware of Imitations 


Coll for competitive price 
Cdi for competitive price 
£39.99 - £59.99 


{Call for competitive price 
cp 


- NU) SIT 


. Raiden DX, Ace Combat 22, Xevious 3D, 
ord Il, Time Crisis 


; .KCall for competitive price 
New Releases: £Ring. Goldentye, Starfox, Go! Go! Troublemakers, 
Mission Impossible, Dork Rét, Hexen 
We stock a large range of used software & hardware for the 
Sony PlayStation, Sega Saturn & 3DO platforms 
Gamefan (US Import magazine available 1 month before UK street 
date )....Orders taken 
Tel / Fax: 01699 871544 9.00am-6.30pm 
0378 549398 any other time 


Go Go, Mission Impossible, 
exen, Dark Rift and more!! 
O bought with any game), 


Rev Limit, 
This month's s 


native, Metal Slug, 
iproheat 5000, 


Specialists 


Consoles 
Import 


nder Deluxe, 
i Rorfarce V, Marve 


Piccadilly, Hanley, 
on-Trent STI 1EG 


Oakland 


DIRECT FROM JAPAN 


CD-ROMs, PlayStation Games, Game 
Soundtrack CDs, Game Art Books 
(Capcom etc). Anime, Manga, and 
much more... 

Send SAE for catalogue or 
check our web site... 


We buy, we sell, we part-exchange 


e PLAYSTATION ° 
ysa ٠ NINTENDO 64 * La 


Nintendo 64 packages at Chip Shop 2000: 
Mario 64 £199.99 + FIFA 64 £189.99 
Part-exchange welcome and deposit taken 
WE HAVE MOVED TO 
BIGGER PREMISES: 


UNIT 5, 9 SLATER STREET, 
LIVERPOOL L1 


0151-708 0022 
LIVERPOOL'S LEADING INDEPENDENT 


Check out our Home page: 
www.cshop.demon.co.uk 
Buying Stock Hotline 0151 708 5055 


We buy all the latest consoles. Best Prices Paid. 


http://www.otaku.com 
email. 100564.1477@compuserve.com 


tel. 0181 699 2199 
fax. 0181 699 5275 
Otaku Publishing Limited, 
P.O. Box 9573. London SE23 3ZF 


From Commodore 64s 
to PlayStations 


and everything in between!! 


CONSOLES e COMPUTERS e GAMES 


COMPUTER & 
GAMES EXCHANGE 
65 Notting Hill Gate 
London W11 3JS 


NOTHING LEGAL REFUSED! 


LARGE SELECTION ON SALE 


GALLERY EDGE AUGUST 1997 


Galler 


Edge dips into the world | once more, revealing the stunning 
work from the artists of a newly formed UK-based codeshop plus 
the efforts of the rapidly increasing band of Japanese exponents 


© Particle Systems 7 


Eight months in development 
and still unfinished, Particle 
System's intro sequence to 
forthcoming title /-War is a 
breathtaking mix of cinema 
sci-fi and realistic physics. 
Although space scenes can 
look remarkably barren, the 
artists responsible here have 
spent weeks playing with 
lighting effects, shadowing 
and intricate detail to create 
an interesting visual. The 
most eye-catching effect, 
though, is the huge blue 
planet in the background of 
the main picture. ‘To achieve 
this realistic earth image,’ 
note the artists, ‘the scene 
was split up into two 
elements. The background 
uses a modified NASA photo 
as a basis for a texture map 
applied to the planet. The 
foreground consists of the 
spaceships composed with 
lighting cues taken from the 
background element. We 
spent a lot of time 


experimenting with lighting ظ‎ ْ ll 
the scenes to make sure we | Il | 
TI 


o0 70s c "wm ^ 
HL NN 


1 


had the right atmosphere.’ 
From the evidence here, it 
would appear that they 
have succeeded. 


. & 


Matt Clark, Michael Todd and Andy Turner 
used Newtek's Lightwave 5.0 running on a 
Pentium Pro 200Mhz with an average of 
96Mb of RAM for all of the game's CGI 
sequences. All frames were rendered at 
night on Particle Systems' machines using 
the company's custom Renderfarm software 


= 


dii 
—X 


LT whe 


GALLERY 


EDGE AUGUST 1997 


EDGE AUGUST 7 


GALLERY 


DESE 
‘The themes that fascinate me are bio-technology, sex and terror,’ points out artist Steve Stone, who recently provided the box artwork for Gremlin's sci-fi 
flight shoot 'em up, Sand Warriors. These diverse themes are more than evident in this startling collection of work which takes in the erotic bio-mechanical art 
of Giger and the diversity of Terry Gilliam — two of Stone's main influences. The former, however, is perhaps the most powerful inspiration for Stone's mix of 
spiritual (Buddha and the sphinx) and futuristic imagery. As he states, 'The foundation in any artist's life comes out of one powerful encounter, and then you 
follow the trail. For me that was encountering the work*of HR Giger. His work is summed up in two words: terror and beauty. These are usually two forces that 
are kept separate, but for me they are sisters. | have no interest in a pretty or quaint beauty.’ It certainly shows. 


Steve Stone 199, 
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EDGE AUGUST 1997 


GALLERY EDGE AUGUST 1997 


The passion for mechanised 
mobile suits in videogames 
seems certain to continue to 
permeate the scene thanks to 
the likes of Sega's Virtual-On 
and all manner of obscure titles 
destined never to see the light 
of day outside of their prime 
breeding ground, Japan. | 

Guy Brave is one such title, 
a PlayStation RPG from 
development house Axela 
featuring models chiefly 
inspired, it would seem, by the 
Japanese manga and anime 
pv Pali ‘Gundam’ series. 
| ; | | This image, which was put 
| together without the use of a 
| traditional 3D rendering 
package, is typical of Japanese 
game-promotion artwork - both 
distinctive and atmospheric. 
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EDGE AUGUST 7 GALLERY 


OU 


These beautifully conceived and thoroughly lifelike images are of Maria, the eponymous star 
of Japanese developer Axela's recent PC interactive CGI movie. The title is currently being 
converted to the PlayStation, upon which it is certain to garner attention in the Far East. 
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Ruined gothic buildings, rampaging knights, mist-laden — 
cemetaries: these images from Square Soft's PlayStation title 
Final Fantasy Tactics capture the eerie atmosphere so often 
associated with RPG titles. The studied use of lighting and 
shadows accentuates this sinister aura. 


7 


c Axela 19 


7 


© Square Soft |° 


And it's a rally game! And, furthermore, it's really rather good! And the August 
issue of N64 Magazine has a scoop-first-world-exclusive review of Multi Racing 
Championship! (As well as pages of coverage from E3, a huge Go Go!! 
Troublemakers review, masses of stuff on Blast Corps and a guide to 
Europe's N64 developers.) 


$0 - 


lap Time - 
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MAGAZINE 


N64 Magazine: it's the best pal your 5 
Nintendo 64 could ever have! 


Issue 4 on sale Friday July 25th 


RETROVIEW 


EDGE AUGUST 1997 


Would argue that sit simplicity was one oF DIAZ S strengths 


OOO, TTTtT 


Publisher: LucasArts 1986 


C64 


have placed the development of 
the emulator itself in considerable 
doubt). Though gamers will need a 
heftier PC than for most of the 
other arcade emulators, an entry- 
level P100 will still provide full 
speed, sound and joystick support 
for most games. 

Visit http://www.xs4all.nl/ 
%7Edelite/ to download this E 


impressive emulator, 


Developer: In-house 


nA UL 


this 6١01] presents a range OF Sega's hits from as recent 35 89 


Shinobi is definitely the best of 
the bunch, stealing gameplay ideas 
from Namco's Rolling Thunder and 
presenting them in a chop-socky 
environment whose slick playability, 
level designs and bosses make for 
an extremely addictive game. 

The emulation of every game is 
impressive, though, and extremely 
promising for the future (although 
financial constraints on the author 


hen LucasArts released 
Ballblazer, the company was at 
its experimental nadir, producing 


interesting and unusual games at a swift 
rate. Space actioner Rescue on Fractalus 
and surreal adventure The Eidolon were 
its stablemates, each inventing its own 
rules, confirming to no preset genres. 

Ballblazer, in its 1985 form, could 
never happen now. With one arena and 
only one craft, the game lacks the huge 
variety of options which characterise 
software nowadays (see, for example, 
the range of choices available in BB 
Champions, p86). But the pure, fast and 
frantic gameplay — a sci fi mix of football 
and air hockey — struck a chord with a 
mid-'80s audience tiring of flick-screen 
platformers and poor arcade conversions. 
Plus, its twoplayer splitscreen option, like 
those of Pit Stop Il and Spy vs Spy, added 
a confrontational mode of play which 
accounted for the game's popularity. 

In playing Ballblazer today it's difficult 
to objectively assess the impact the 
game made when it was first released. 
The sci-fi sports sim is still around, of 
course, but has almost become a 
tiresome parody of itself. 

Twelve years ago, all it took to invent 
a new sport was a chequerboard, a 
magnetic ball and two ultra-fast vehicles. 
How much have gamers truly gained in 
the interim? 


time in the '80s, with games 
featuring colourful graphics coupled 
with simple, addictive gameplay that 
sucked up م10‎ pieces in their 
millions, and paid for the hydraulic 
projects that followed (Space 
Harrier, Out Run, Afterburner, etc). 

With the exception of Time 
Scanner, a likeable and inventive 
pinball simulation, all the games 
here play in much the same 
manner. Shinobi and its sequel 
Shadow Dancer give the player 
weapons and feature platforms, 
whereas Golden Axe and Altered 
Beast are more straightforward in 
gameplay terms. 


System 16 emulates (from left) A/tered Beast, Golden Axe, Shinobi, Shadow Dancer and 
Time Scanner - although the latter title requires users to turn their monitors on their sides 


sonic Jom 


Sega's ‘new’ Sonic title for the Saturn is 
almost ready to roll, collecting all four 16bit 
platformers and decorating them with a 3D 
‘Sonic World’ front-end in which Sonic 
explores a world packed with trivia, video 
clips, soundtracks, and lush 32bit visuals. 

While the package is not even 
attempting to be the true 32bit update to Yuji 
Naka's subliminal gameplay experience, it's 
sure to prove an interesting run, jump, and 
spin down memory lane nevertheless, 
especially with early adopters of Sega's 
seminal 16bit Mega Drive system. 

The four 16bit classics (Sonic the 
Hedgehog, Sonic 2, Sonic 3, and Sonic and 
Knuckles) are just about Mega Drive-perfect, 
and all can be enhanced with the Lock-On 
upgrade offered late in the series. 

Of the four games, the original Sonic 
offers perhaps the most solid (but 
nevertheless nostalgia-tinged) play, while 
Sonic and Knuckles' twoplayer mode proves 
to be an entertaining experience. 

However, it's doubtful that many Saturn 
owners out there will have no experience of 
at least one 16bit Sonic game, and to those 
there may not be much in Sonic Jam to 


warrant interest, despite the admittedly pretty 
3D sections and hotchpotch of bonus bits. 


Ithough the number of old 
A arcade games playable via 
free emulators now stands 
at around 150, most of the games 
emulated date from the earliest 
days of coin-op history. Making a 
major leap towards the present day, 
though, is Thierry Lescot's Sega 
System 16 Emulator, which 
currently plays five Sega coin-ops 
from the late- 80s era (Shadow 
Dancer, for example, was as recent 
as 1989), but which also has the 
framework in place to cope with 
many more (E-SWAT, Alien 
Syndrome, Bonanza Bros, etc). 
Sega really started to hit the big 


Publisher: na 
Developer: |. ١ i 
Release: Out NOW (inter 
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However, 5.5 has appreciably sped up almost everything, 
reducing rendering times and IK computations, and now 
supports Direct3D as well as OpenGL. It also sports a 
number of new gosh-worthy features, such as Morph Gizmo, | 
which makes facial animations much easier by allowing artists 
to model several extreme expressions for a given face, then 
simply use a series of morph control sliders to govern how 
fast the expressions change and how far along the extreme 
they go, or even blend two or three. An enhanced version of 
5.0's image processor, Cel Shader, called, somewhat 
unimaginatively, Super Cel Shader, allows rendered images 
to be output so they look like cel animation and even, if 
desired, anime-style cels. 

Lightwave 5.5 is not without its irritating quirks, then, but 
its almost impossible to find a more comprehensive ee 
package, especially at the price. 
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VIDEOGAME CREATION UNDER THE MICROSCOPE 


Seeing the Lightwave 


lias|Wavefront and 3D Studio Max may take the 
Al technological high ground in the ever-expanding 
field of CGI, but for sheer ubiquity, no package 
beats Newtek's Lightwave. Its wide range of features, relative 
ease of use and low cost (around half that of 3DS Max) have 
made it the favourite of workaday Hollywood effects 
companies and game developers. TV shows like ‘Babylon 5’, 
‘Xena’ and even ‘Baywatch’ have sported Lightwave CG 
images, and it continues to be the workhorse modelling 
and animation program for numerous developers, such as 
Westwood and Sony. 

Lightwave has always provided a lot of bang for the buck. 
It may not do everything well, but it does seem to do 
practically everything. Not only does it include a full set of the 
expected modelling tools (extrude, lathe, bevel, Boolean 
operations and so on), but it also offers a MetaNURBS 
modeller (which, while not true NURBS, makes modelling 
organic shapes easy), bones and inverse kinematics, lens 
flare, particle systems, built-in image processing, and support 
for most of the more popular image and 3D object formats. 

Newtek's latest version of the program, Lightwave 5.5, 
boasts a number of improvements and added features. With 
any package of this complexity, it can take months or even 
years of use to figure out what works, what doesn't, and how 
best to use every feature, but Edge's initial impressions were 
very positive. 

Unlike its more upmarket rivals, Lightwave splits its 
modelling and animation functions into two separate 
programs, Modeler and Layout respectively. This is somewhat 
old-school and mildly unintuitive — textures are added in 
Layout, for example, rather than Modeler. Another minor 
annoyance is the menu system. Although it is easy to 
understand and streamlined to a great extent so that no 
function is more than a button or two away, that still means 
that just about every function is a button or two away. Get 
used to those keyboard shortcuts. 
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It's not all cuckoo clocks, you know... 


API — the fundamental elements of an engine. In addition to 
that, however, it boasts something called 3DGM Factory. This 
is an interactive modeller which allows artists to create 
models in 3D Studio Max and then import them directly into 
the engine. The company's marketing manager, Laurent 
Bourloud, explains how it works: ‘The 3DGM Factory 
interactive modeller enables immediate artwork integration — 
literally. Design a large world in 5D Studio and throw it at 
3DGM: you have the game scenery. Turn on collision 
detection and you'll fly under arches and bump off walls. 
Create an animated creature, load it into the game and 
3DGM will play the animation. In addition, 3DGM's rendering 
is error-free, so there's no need to compromise design or 
tweak shapes.’ 

According to Virtually Unlimited, this combination of tools 
has allowed developers to create complex game prototypes 
within two weeks — a minuscule period compared to the 
time it usually takes to develop a custom engine. Apparently, 
ten companies are currently working with the technology, 
including SegaSoft, which revealed a network game created 
using the package at E3. 
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eneva-based technology company Virtually 
6 Unlimited claims to have come up with a 
development tool which will free developers from 
the need to create their own 3D engines. 
At its core, 3D Game Machine 2.0 includes a highly 
optimised 3D polygon rasteriser and a straightforward C/C++ 


DEVELOP 


FROM THE 
LION'S MOUTH 


Peter Molyneux, former Bullfrog 
supremo and now head of 
Lionhead, reports for Edge from 
his first E3 as a new developer... 


As any new developer will tell 
you, E3 Is a mixed blessing - on 
one hand you're excited about 
what you're going to see, but on 
the other you're scared that 
other people's games are going 
to blow your own stuff away. 

While everyone was glibly 
saying that their new product 
would be runnabie on the next 
generation of accelerator cards, 
what they didn't seem to realise 
was that each time a new card 
comes out for the PC, It's the 
equivalent to the release of a 
new machine. The only 
theoretical bridge between these 
Is DirectX. unfortunately, a lot of 
developers ١ spoke to were 
talking about the features of a 
particular card, therefore 
bypassing all the support that 
DirectX can offer, so it's 
unsurprising that there were 
some visually stunning games on 
display, but for me, still a sad 
lack of original concepts. 

There were 900-plus products 
on show, but ١ couldn't help 
wondering how they were ever 
going to make money. There 
seemed to be sequel after sequel 
and clone after clone. What 
people don't seem to realise is 
that well-designed and original 
games sell, so tities like Sim City, 
Myst, C&C and Doom/Quake 
must account for a 
disproportionately high amount 
of sales. PC tities with that kind 
of potential Included Hasbro's 
Heads, Bungee’s Myth, and, now 
I'm no longer at Bullfrog, 
Populous: The Third Coming. 

On the console side, my 
overriding impression was that a 
lot of people were spending a lot 
of money that they didn't have, 
and that you had to respect 
companies like EA for producing 
so many great products. As a 
developer | felt very scared by 
the amount that graphics have 
leapt forward In the past year, 
but excited to see that there are 
still masses of opportunities. 


increase its polygon-pushing performance. (Using retained 
mode is usually slower as it deals with shaded shapes rather 
than raw polygons.) An added bonus is that 3DGM is 
compatible with 3Dfx's Voodoo chipset, with the result that 
any game developed using the package is able to call on a 
huge range of effects. 

Whether 3DGM will be able to find a substantial, secure 
market is open to question, though. Both Direct3D and 
3Dfx's own Glide API offer the basics of a 3D engine for 
programmers to work on, and it is possible that 3DGM will 
simply add an extra layer of administration that slows games 
down. However, if the product offers a level of performance 
to match its ease of use, it could be the answer for 
developers who either don't have the resources to develop 
their own engines or wish to avoid the substantial risks in 
terms of time and expense which are inherent in the E 
process. Until now, that is... 


Places to visit: 


The 3DGM demo shown above, as well as other information about 


Virtually Unlimited, can be found on the company's website at 


http://www.virtually3d.com 
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managed to pull off DS in quite the same manner without 
Bill Gates’ outfit. The relationship has yielded other benefits, 
too. For example, Softimage’s level of access to the code of 
the NT OS undoubtedly helped it in effectively porting most 
of its current range to NT (doubling sales as a result), and 
feedback channelled to Microsoft via Softimage from the 
leading games houses has helped mould forthcoming 
versions of Microsoft's DirectX APIs. 

With these well-established links, the company has 
become adept at forecasting trends in the games field, and 
Langlois provides an intriguing hint of the shape of things to 
come: ‘The thing that will be interesting to see is that in 
game evolutions, especially in the PC field, people are 
starting to allow consumers to actually create their own 
animations and create their own models. One of the things 
that we want to make sure of is that we're going to have a 
way to support actually packaged behaviours with models. 
Packaged behaviour will include animation, type of action and 
reaction depending on circumstances, specifically for this new 
generation of game, and | think that that's what we're going 
to see. People are looking for new ways to get interested, 
and one of the ways is to participate in the game themselves 
by creating new levels. We're actually going to provide tools 
for the people creating that content so they can deliver 
models that can be changed by consumers.’ 

Langlois’ reasoning is that PC developers have to think 
carefully about what they can do to differentiate themselves 
from what is on offer on dedicated platforms. Given the 
success of games like Quake, it's certainly a compelling 
argument. He has other predictions as well — for example, 
that NURBS will become a consumer product in much the 
same way that polygons are now, and that 3D will be 
compressed over the Internet and rendered on the fly on 
domestic machines. Whatever happens, though, the 
company's hope is that Digital Studio's open architecture will 
allow it to successfully track the market's evolution 4- 
over the next ten years. 
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Virtually Unlimited is also keen to stress the flexibility of 
the technology. For example, 3DGM uses a layered structure, 
like Direct 3D, which offers both a ‘retained’ mode (for 
maximum simplicity) and an ‘immediate’ mode. The latter 
allows programmers to customise the 3D engine at a low 
level with their own code — potentially enabling them to 
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Softimage part deux 


ith a decade at the leading edge of 3D animation 
wW behind it, Softimage is touting Digital Studio as its 

architecture for the next ten years. The product is 
currently in its final beta cycle and is slated for an NT release 
in September. The initial version is targeted at the high-end 
and non-linear editing market, with a more ‘games friendly’ 
edition following soon after. No decision has yet been made 
on an IRIX version, though if SG's Octane unit is successful, 
that situation could soon change. 

'One of the main goals of Digital Studio is to make the 
tools and the media types inconsequential to the creative 
mind of the content producer, company chief Daniel 
Langlois has been quoted as saying. 'It's like being in one 
big room where you can reach up on a shelf and grab 
whatever digital media tool you need — paint brush, special 
effects filter, animation tool — and simply apply it to images, 
audio, 3D scenes, whatever, without thinking about what 
software you're using or what media you're handling.’ 

While many muttered darkly about Microsoft's acquisition 
of the company, it is doubtful whether Softlmage would have 
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POINT - 


arrived in my local newsagents | purchased the 
issue asap and returned home, only to discover to 
my shock that the CD would only work with 
Win95! Although all of the .mov files were 
viewable | was still disappointed with your lack of 
provision of 16bit and 32bit .exe files. 
| realise that Edge deals with the cutting-edge 
of tech, but you should still provide us users of 
DOS and Win3.11 with proper access to your 
cover CDs. | hope in the future that you will 
provide a 16bit .exe file just like all other Future 
Publishing PC magazines do. By the way, the CD 
audio track is great! 
David Bandey, 
via email 


Sincere congratulations 
S incere congratulations and thanks are in 
order for your superb cover CD. It is perhaps 
the first | have encountered, out of hundreds, that 
truly did not waste a single byte of the disc. 
Mark Lawton, 
via email 


Interactive suggestions 

p enjoyed the Edge Interactive CD, but feel 
that the following additions could make the 

second one, whenever you release it, even better: 

* Game demos. Yeah, a predictable suggestion, 

but only include a few of the best ones. PC mags 

have CDs overloaded with substandard, play-once 

demos, so avoid doing that. 

* Text files. Wouldn't a few of the latest FAQs be a 

great little extra? They'd barely take up two 

megabytes of the CD. 

٠ Emulators. Just the emulators, mind you — the 

ROM images are illegal to distribute. Myself and 

many others would rather get emulators off a CD 

than triple our phone bills downloading the whole 

programs from the Internet. 

* Gallery piccies. Try to fit 'em on next time. 

Well, thanks for providing me with a great 
monthly read, and others with the best games 
magazine on the market, with or without CDs. 

Andrew Crane, 

via email 

Thanks for the feedback and suggestions. Edge 
has looked into the possibility of providing 
interactive demos of PC and console titles, but 
unfortunately a disc that works on all formats 
(N64 excepted for obvious reasons) isn't feasible. 
Edge has no immediate plans to introduce 
playable PC demos on its next disc. Apologies to 
those who experienced problems running the disc 
but a high PC and Mac minimum spec was 
necessary to keep a high standard of ge 
presentation throughout. x: 


Character building 

m n recent years, the differing approaches to 
game design by software companies in the 

East (notably Japan) and the West have been 


2097 on wheels), featuring stunning speed 
. combined with mean courses and bags of 


atmosphere — not to mention the upgradeable 
cars. | am completely hooked. 

While queuing up for the game, | saw the 
demo of Rage Racer being played next to another 
screen showing Super Mario Kart 64 (released the 
same day), which was also on rolling demo. The 
Nintendo game looked so pathetic in comparison 
it was laughable, with barren courses and slow 
cartoon-style graphics. The only thing going for it 
is its multiplayer facility (although, | must ask, how 
easy is it to drive when looking at stamp-sized 
screens?). The game itself has not progressed 
since the SNES version, except perhaps with its 
multiplayer options and the ability to drive 
through tunnels (steady on, Nintendo, don't risk 
overdoing it). 

Do you really need a 64bit machine to achieve 
this? This is hardly the quantum leap promised by 
the hype regarding 64 versus 32 or even 16bit 
machines. Like many other people, ! was really 
excited when the Nintendo system was 
announced. But when are we going to see 
something that actually pushes the machine? 

Jasper Manchipp, 

via email 

Until a truly outstanding racing game comes along 
for the Nintendo machine Super Mario Kart 64 is 
bound to suffer unduly when placed next to the 
sheer speed and visual punch of Namco's 
thoroughbred racer. Indeed, Edge concedes that 
SMK64 and other N64 titles do fall well short of 
the promises made by Nintendo in the pre-launch 
hype period. But outside of the racing genre, few 
could deny that titles such as Starfox, Blast Corps, 
Turok, and this month's stunning GoldenEye 
represent a clear progression from 32bit. And this 
is something accentuated by Rare's stunning E3 
duo of Conker's Quest and Banjo-Kazooie. 

Compared to PlayStation development, N64 
coding is clearly in its infancy and just as Sony's 
machine is finally being pushed beyond its current 
performance benchmark, no doubt coders will 
take the 64bit machine to mind-blowing rd 
new levels in the not-too-distant future. 


Keeping it covered 
'd just like to respond to Nicholas Stoker's 
letter (E47). | say bring on the cover- 
mounted gifts (providing they're the same size or 
smaller than the mag). The CD-ROM was 
excellent. Also, if he wants a plastic bag (what 
does he do with them?), get Edge on subscription 
— you get a nice red bag with a shiny black lining! 
Ben Mullinger, 
via email 


A tale of CD woes 

fter being a loyal follower of Edge over the 
A years | was very pleased to hear about your 
upcoming cover CD. So when your new issue 
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n E47 it was revealed that the Matsushita 
M2 console project had been cancelled, 

claiming that Edge had received news of the 
cancellation at the end of May 1997. But on June 
11 1997 Matsushita Japan issued an official 
statement denying Japanese press reports that it 
was scrapping the M2 home console project. The 
statement declared that the system is ready and 
that ten games have already been completed. It 
went on to imply that only the commercialisation 
of the system had been delayed. 

Matsushita's statement came in the wake of a 
story in Japanese industrial daily the Nihon Kogyo 
Shimbun, which claimed the machine was to be 
scrapped and that Matsushita was to shut down 
its home console wing. The story also claimed 
that Matsushita realised that M2's competition 
would be too tough. 

Could the news of the M2 cancellation in E47 
be wrong? When a couple of weeks after Edge 
received news of the M2 cancellation, Matsushita 
issued a statement contradicting this. Could it be 
that the M2 project has not been cancelled, but 
delayed to make the M2-based box more 
powerful? Matsushita could add more RAM, speed 
up the processor, etc, so that it can be released in 
about a year's time and fight the PlayStation 2 
and Saturn 2? E47 did reveal it had heard 
rumours that Matsushita was working on a 
console, with higher specifications than M2, 
which included DVD and Internet connectivity. 
Could this be the M2 hardware getting a power- 
up? If not the M2 hardware could it be the M3? 

A Matsushita merger with Sega could be 
another possible reason for the M2 delay, so that 
Sega can provide M2 with software. 

Osman Ahmed, 

Woking, Surrey 
Don't be mislead by postings on the Internet. 
Most rumours about the demise of the M2 project 
have emanated from gossiping developers, but 
Edge's confirmation of the cancellation came 
from sources directly involved with the 
development of the console itself. Because an M2 
launch was never officially announced in Japan, 
Matsushita's official company line is one of 
playing down an abandoned project and 
preferring instead to use the term 'delayed'. This 
strategy is likely to have been chosen so that 
confidence in a future Matsushita videogaming 
initiative isn't weakened. 

M2 as it currently stands, though, has been 
scrapped and a future project is more likely to be 
borne out of the experience gleaned from the 
project, rather than simply turning up the 4 
heat on existing technology. 


Raging racer 
n June 13, when Rage Racer was released, | 
was one of the first in line to buy a copy. 
The game had everything ١ hoped for (Wipeout 


: 8 Cancelled or ‘delayed’? 


What with just obtaining a modem for my 
lacking P120, I plan to spend the next year playing 
on emulated spectrum games, and Little Big 
Adventure and Magic Carpet (£10 each). The 
money I save will leave me with more than 
enough for the few expensive classics that come 
along, such as X-Wing vs TIE-Fighter and, 
hopefully, Metal Gear Solid, Overboard and 
Colony Wars. The future is almost here and, even 
without an N64, I'm going to enjoy every minute. 

James Holloway, 
via email 


The good old BBC 

ith regard to E45's Love Resurrection feature, 

| can't believe that you've forgotten about 
the good old BBC Microcomputer! My brother had 
one, and it had some really cracking games for it! 
For example, the original Elite by David Braben, 
the racing game Revs (I think by Geoff 
Crammond)?), the brilliant Repton series of games, 
an excellent version of Galaga, and many more. 

It had the best basic language of any 
computer at that time as well, with superb 
peripheral expandability. Oh yeah, and Acorn is 
still around today (www.art.acorn.co.uk), unlike 
some other manufacturers | could mention. For 
BBC resources try: 
http://www.ncl.ac.uk/~n5013784/bbc-emu.html 
http://www.idt.unit.no/~robert/bbc/bbc.html 
http://www.cistron.nl/ - wouters/bbc/bbc-etc.html 

Michael Ho, 

via email 

Thanks for the site listings. Edge apologises for . 
the omission of the BBC Micro from its recent 
emulation features — it was an unfortunate 
oversight. The machine did indeed play host to 
a number of classic games (Elite, Starship 
Command, Exile etc), and served as the valuable 
introduction for thousands of home computer 


users to the hobby via its popularity at 
schools and colleges. 3 


Wide boy 
was interested to read your comments on 
the widescreen TV in the nuMedia section of 
E46. You describe how marvellous playing games 
is on a 28-inch widescreen TV. ١ find it interesting, 
though, that you say this as you consistently 
criticise any developers who include black borders 
in their games. | prefer games with black borders 
as they dsiappear in widescreen mode. 
Lee Feder, 
Telford, Shropshire 
The black borders that Edge berates so much are 
usually the result of a hasty conversion from NTSC 
to PAL due to the increased number of horizontal 
scan lines on UK PAL TVs. Developers can 
minimise this but unfortunately, these borders are 
usually accompanied by slow-paced gameplay, 
too. Widescreen TV owners may be able to 
put up with this, but Edge doesn't. t | 


Too PC 
m | the only person that has noticed a bias 
towards the PC in your magazine? Do you 
think that everyone has got either a PC, 
PlayStation or Nintendo 64? 

Wake up! Some of us own Macs and Amigas. 
You had a perfect way of finding out which home 
computers your reader own with the reader 
survey, but the questions are worded 'Do you 
own 3 PC?' not 'Do you own a home computer? If 
yes, which type?'. Then it says "Which of these 
games consoles do you own?’ and then lists the 
Amiga in the list of consoles. The Amiga is only 
just being caught up with as the best computer 
for broadcast-quality graphics. Only one new 
game has been released this year, but that's only 
three less than the N64. 

Your article on emulation is another example 
of your bias. You mention the websites where you 
can find the PC versions of the emulators, but not 
the Mac and Amiga sites. Why? Could you not be 
bothered to find them out? 

Unless this bias stops soon I will stop buying 
your magazine and start buying one that gives full 
coverage to all computers, not just one. 

Gary Pearson, 
via email 
Retro emulation sites that serve the-Macintosh 
pretty much come down to the one that was 
detailed in E46 - The Macintosh Emulation 
Homepage at http://www.emulation.net. 

As for the issue of PC bias (déjà vu, anyone?), 
Edge is simply reflecting that the machine has 
truly come into its own as a powerful gaming 
platform. The Amiga on the other hand, while still 
popular as a cult home computer, hardly figures 
in state of the art videogaming which is Edge's 
primary focus. 

Incidentally, Edge will not enter into any 
correspondence relating to feedback along the 
lines of 'Do you realise that if you stick a stinking 
great processor in an Amiga it is in fact I 
more powerful than a Pentium PC, etc, etc.’ - 


Everyone's dropping them 
aving owned practically every major console 

H created in the last ten years, | have finally 
learned my lesson. The best plan is not to rush 
and by the hottest thing on the market (right now 
the N64), but sit back and wait for prices to drop. 

What with the current trend of retro-gaming 
and the fertile budget PC market, ١ consider my 
situation a fortunate one. Having been slightly 
disheartened over the past six months due to the 
lack of triple-A (or even double-A) software for 
the PlayStation, | thought my only alternative was 
to fork out £150 for an N64 plus £60 per hit for 
the games. However, since browsing through E46 
my mind was changed by the upcoming releases 
for the machine which seem, to me at least, to be 
up there with the leading N64 software. 


4 CONTINUED P POINT 


(viewpoint) 


highlighted by some landmark titles. More often 
than not, these titles have also served to accentu- 
ate the deficiencies in Western products. 

For example, characterisation (in the sense of 
defining and sculpting the game characters) has 
continued as a fundamental basis for many 
Japanese games, and yet it is often neglected in 
the West. Without this essential foundation of 
solid characters, many Western products have 
been stripped of any individuality or defining 
identity. Thus, all too often they become a mere 
exploration of interconnected screens as opposed 
to a tangible entity that supports itself. 

For the Japanese, reality is not necessarily the 
key. Indeed, many of the best characters of 
Japanese software (Cloud Strife, Heihachi, or 
Vega, for example) rely on the fact they are 
fantastical. However, they still exist as credible 
individuals within the worldscape defined by the 
game. As a result, the game establishes itself as 
an experience which can give as well as take. It is 
not even necessary for the player to need to 
become heavily involved with the character, as he 
would (for example) in Final Fantasy VII. As long 
as the character is fully rounded - moves 
idiosyncratically, wears clothes for a reason not 
just because of a palette choice, and reacts in a 
consistent way - the illusion is created, and he or 
she imposes a convincing identity on the game. 

Nick, 

via email 
Edge has long campaigned for decent character 
design, and this is one of the reasons why 
Japanese titles feature so prominently in the 
magazine. Japanese design hallmarks are 
traditionally imaginative, offbeat, and rarely suffer 
from the contrived Western notions of what 
makes an appealing character (reversed baseball 
caps and shades, for example). Possibly this has 
much to do with cartoon-style characters having a 
greater importance in Japanese culture and 
Japanese designers consequently having a firmer 
grasp of the essentials of character design. Which 
probably explains why there are ten Western 
game characters with the design sensibilities of 
the Zool the Ninja Ant (from the nth dimension) 
for every Sonic the Hedgehog... 

Edge is planning an in-depth analysis of 
this very topic in a forthcoming issue. d 
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[e = | have the following questions concerning Nintendo's 64DD: 

a3 1. How much do you estimate the system will cost? 

2. Will you have to buy extra RAM separately, or will it come built-in? 

3. Nintendo says that 64DD will have modem capabilities. Does this mean it 
will have an actual modem in the unit? 


4. Also on the subject of modems, will Nintendo set up its own Nintendo 
gaming network? 
5. Will any Nintendo fan be allowed to have their own ‘websites’, thus 
meaning we will be able to download new characters, levels, or teams on to 
64DD cartridges? 
Alex Tew, via email 

"w 1. Nintendo hasn't officially released a price for the 64DD, although it 
A has hinted that it wants the unit to be extremely affordable - at least in 
its domestic market where it's thought that the system could retail for as low 
as Y10-15,000 (£50-75). In the UK it's unlikely that such a system would retail 
for anything less than £100, but it's really too early to speculate. 
2. The unit is supposed to be shipping with 4Mb of RAM built into the system 
and additional RAM carts are planned to be made available if and when more 
memory is needed. 
3. Possibly, and if the company is preparing to allow its game players to 
expand their game titles via downloadable data, it would make perfect sense 
for Nintendo to make modem facilities as standard in the 64DD. Quite what 
effect this would have on the cost of the device is obviously the most 
important issue that Nintendo will need to consider. 


4. The company has hinted at this.and it seems highly likely. 
5. Less likely, but sadly unofficial hacker sites packed with 64DD 
files are bound to arise if the technology permits. 


Q | have a PC166 and I'm thinking about buying a 3D card. How much 
4 difference will a 3Dfx card make to my games and is it still a safe bet? 
Neil North, Melbourne, Australia 
g 1 When the Voodoo card is supported by developers - something which 
‘alles has recently gone into overdrive (see News) - it does make a substantial 
difference to the frame rate of a game, usually sustaining it at 30105 at 
640x480, instead of the dreadfully jerky 15fps average of most PC games. 
When the card is written to using the company's Glide API instead of Direct3D 
or OpenGL, even higher performance is possible and 60105 is attainable, 5 
seen in Pod and - even more dramatically - in Powerslide. Currently, there 
are almost 200 3Dfx games in development, and the company has said it 
doesn't intend to introduce a more powerful model until next year. ge 
This is as safe as it gets in the PC market, but nothing is assured. = 


Q My TV is not NTSC and | want to get an American Nintendo 64. What dO 
3 | have to buy to make it work on my TV? 

Dom Barnet, via email 
A You haven't said if your TV has a SCART socket because the only 
$m Option is to get your machine converted (most importers will do this as 
standard) so it can output an RGB SCART signal. If you don't have SCART, 
there are PAL convertors to consider but be prepared for a ge 
noticeable drop in picture quality. | = 


The movie has been hailed as one of the 
greatest ever made, its popularity in the ' 
sci-fi genre eclipsed only by tht ‘star 
Wars’ trilogy. The 1995 release of ‘The Ši 
Director's Cut' was seen by three times as à 
many cinema-goers as the original. In 
issue 49; Edgesflies out to Las e " 
where e jewel in Virgin's cron, 
Westwood S udids, is working on what 
ranks among the most eagerly anticipated , 
sara l لا‎ Blade Runner 
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